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DVD (90m) 

■ Analysis of episodes OA.OI through OA.19 from many points of view 

• Interview archives featuring never-before-seen footage and interviews with Kenji Kamiyama (director), Atsuko Tanaka (Motoko 
Kusanagi), Osamu Saka (Daisuke Aramaki), Akio Ohtsuka (Batou), Kazuhiro Wakabayashi (sound director), Kouichi Yamadera 
(Togusa), Sakiko Tamagawa (Tachikoma), Kenji Teraoka & Sinobu Tsuneki (mechanical designers) 

• 9th Studio Digital Works featuring report on digital animation productions by Production I.G and interviews with Eiji Inomoto (3D 
animator), Yumiko Katayama (color), Makoto Endo (3D director), Nobuhiko Genma (mechanical animation director), 

Yuichiro Matsuka (producer) 


BOOK (148p) 

• Introduction: What is Ghost in the Shell? Created by Masamune Shirow, the world of GitS is thoroughly explained from manga to 
movie to game and TV episodes 

• Characters: Character Profiles starting with Kusanagai and profiles of the main characters from Public Security Section 9 with 
personality and combat data 

• Story: Unraveling the meaning of each episode OA.OI through OA.19, investigating the technological terms and commentary from 
the GitS creative team as well as investigating the technological terms and background 

• Design and Interviews: Interviews with the main character designers, mechanical and background artists and exploration of the 
artistic world of GitS featuring Mitsuhisa Ishikawa (Production I.G producer), Hajime Shimomura (character designer), Kenji Teraoka, 
Sinobu Tsuneki (mechanical designers), Yusuki Takeda (art director), Hiroshi Kato (background art), Kazuhiro Wakabayashi (sound 
director), Nobuhiko Genma (mechanical animation director), Toshiyuki Kono, Masaki Tachibana , Jun Matsumoto, Kazuki Fusegi, 
and Kenichi Takeshita (storyboard and unit directors) 

• Special section: Stapa Saito’s essay on GitSiSAC, where he explores the advantages of the cyberbrain life 
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Ghost in the Shell - Stand Alone Complex Official Log. 



PEOPLE LOVE MACHINES 



In 1989, a time when even the term Internet 
had yet to achieve wide recognition, a comic 
by Masamune Shirow began running in 
Kodansha’s “Young Magazine Kaizokuban.” 
This is the origin of Ghost in the Shell, 
which would later go on to be developed 
into various media such as movies and 
games. 

The story is set in 2029 Japan. In 
the networked society, crime has become 
more advanced and more vicious. Unable to 
cope with only public organizations such as 
the police and the military, the government 
formed an unofficial supra-law special ops 
unit. Its alias is "Ghost in the Shell." With 
the cyborg captain Motoko Kusanagi as the 
heroine, the work of the various members of 
the unit is depicted as they tackle malicious 
and difficult cases. 

By providing vast amounts of 
information, meticulous plots, and through 
his extraordinary artistic skills, Masamune 
Shirow portrays unique worlds, for which 
he has garnered extremely high acclaim 
and popularity both in Japan and abroad. In 
particular, with such things as information 
networks and micromachine technology, 


Ghost in the Shell foresaw the arrival of 
an incredibly highly advanced information 
society in the near future in relation to when 
it was first serialized. It was a cyberpunk 
comic depiction based on concrete 
historical research and its arrival made a 
great impact. Supplementary explanations 
for such terms as hacker and Al (artificial 
intelligence) packed the margins. 
Explanations of such terms, which have 
only recently gained general acceptance, 
show just how far ahead of the times it was. 

Amidst material that cannot 
be fully comprehended in one reading, 
characters full of individuality engage in 
action, but are also depicted comically and, 
at times, erotically. This unique contrast 
of sorts is also a part of the appeal of 
Ghost in the Shell. The Shirow World set 
forth an unconventional style in many 
ways, captivating numerous readers and 
even impressing visual creators. Director 
Mamoru Oshii, who had read all of Shirow's 
works even before he was asked to 
produce the movie, is one of them. The 
character designs, which differed from 
the original, rendered people speechless. 
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But the brilliant merger of the Oshii World 
with cutting edge digital technology that 
is the theatrical Ghost in the Shell (GitS) 
released simultaneously in Japan, America, 
and England in 1995, garnered new fans 
worldwide. 

After that, the movie grabbed the 
No. 1 spot in video sales in America. And it 
is still fresh in our memories that, as one of 
the works of anime that represents Japan, it 
greatly influenced the movie Matrix. Now, in 
response to the voice of fans from all over 
the world, who have long wished for the 
next video incarnation of GitS, the TV series 
Ghost in the Shell : Stand Alone Complex 
has arrived by the hands of Director Kenji 
Kamiyama. The history of GitS is still far from 
over! 


. -profile 

shirow Masamune 

Born in 1961. While in college, he publishes 
Black Magic in the doujinshi Atlas, which 
leads to his debut. Debuts in February 1985 
with Appleseed (Seishinsha). The mecha 
designed around meticulous research and 
his superb skills at rendering attractive 
female characters grabbed readers’ hearts. 
He has also actively tackled character 
designs for games and illustrations for 
novels. Among his representative works 
are Appleseed, Dominion, Orion, and Ghost 
in the Shell. 



*MMI, Man-Machine Interface 
**YMK, Young Magazine Kaizokuban 
***YM, Young Magazine 
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A wonderful world that has its own framework. 
That is ‘GitS’. 


Ghost in the Shell: Stand Alone Complex ■ Screenplay Dai Sato 


My first encounter with Ghost in the Shell was probably 
from the serial run before the first volume of the manga 
(= Ghost in the Shell) came out, though it wasn’t from 
the very beginning, since I wasn’t in the habit of reading 
“Young Magazine." With regards to Mr. Shirow, I’d 
thought he was an interesting person because Black 
Magic and Appleseed had really made an impact on me. 
I had been tracking him since then, but I’d just happened 
to hear from a classmate about the serialization in “Young 
Magazine Kaizokuban” and I thought, “Hey, he’s finally 
made it big!” And after that, I’d wait for the compiled 
volumes to come out, buy them, and read them. That’s 
pretty much how it was. 

To be honest, I didn’t actually really 
understand the contents of GitS all that well. If anything, 
I didn’t even really understand Appleseed , which is 
easier to understand, so I think I was probably looking at 
the artwork in GitS. This changes the topic to Appleseed, 
but I think I was drawn more to the depiction of things 
like the heavy crack that went through a bioroid when it 
fell from a high place, or bullets striking, or the rundown 
buildings more than the content of the story. During 
that time, there was the sort of first boom in depicting 
rundown buildings, but in the flow of things that came 
after Akira, while Appleseed was slightly softer than 
Akira, inside it was more militaristic, and I think that’s 
what really appealed to the man in me. Beyond that, I'd 
just look at his incredibly detailed mecha and designs, 
and I’d go, “Oh, this person is amazing!” 

In terms of story and content, I’d flip 
through them one chapter at a time as they came out, 
but I just couldn't understand what the heck was going 
on (laughs). I probably just felt like I'd gotten the overall 


gist of it, and this is going to sound like Mr. (Katsuhiro) 
Otomo, but I have a feeling I was looking at it and 
enjoying it more on the level of how cute the girls were 
or how they were depicted in slightly erotic ways (laughs). 
Maybe it’s because the stories were easy to understand, 
but the two short stories about the Fuchikoma robot 
rebellion and the making of cyborgs were memorable for 
me. The easy-to-understand Fuchikomas really got to 
me. And the shapely babes (laughs). So, with regards 
to GitS, the individual volume was my first impression. 
Reading it all together, and reading the notes in the 
margins and the backstage commentary, I’d feel, “Ooh, 
this is interesting!” 

What he felt when he saw the collaboration of 
Shirow’s original work and the Oshii World 

When I heard it was going to get a theatrical 
adaptation, not to mention with Mr. Oshii (directing it), I 
thought, “All right!” Urusei Yatsura 2: Beautiful Dreamer 
had made a great impact on me and since then, I had 
watched almost all of Mr. Oshii’s works, including the live 
action ones. If anything, it was like he was “the Patlabor 
person” back then, so it was unexpected, but he seemed 
like a good match and I was looking forward to it. I was 
happy in a normal way and just honestly waiting for it to 
be finished. 

When I watched the completed film, my 
first thought was, “That was amazing.” With regards to 
how the film was completely different from the original 
comics, I wasn’t particularly shocked or anything, since 
Patlabor was completely different between its video, TV, 
and film incarnations, and I had a feeling the same would 
apply to GitS (laughs). But I did feel, “It was almost 



*.Sato says that he had never 

imagined that Director Oshii might 
do Ghost in the Shell. The theatrical 
adaptation was made with almost all of 
its parts taken from the original manga, 
including this scene towards the 
beginning where Kusanagi falls from a 
building and vanishes. Sato speaks of 
how he felt when he saw this, saying, "I 
recall thinking that Mr. Oshii must have 
seriously... well, I don’t actually know, 
but that he must have liked the original 
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surprisingly (just like) the original.” After all, it uses 
pretty much all the parts available and about all it didn't 
use was the Fuchikomas. I'd reread the original work 
before watching the movie, but reading it again after 
watching it, I remember thinking, “Wow, he made it just 
like the original story. How rare for Mr. Oshii. He must 
have really liked the original.” 

The TV series built upon the confidence of 
having fully grasped Ghost in the Shell 

I had previously written articles for 
magazines on the game as a game writer and also written 
liner notes for the soundtrack. And actually, I’m working 
on a different game with I.G as well, but none of that has 
anything to do with why I became involved in writing 
scripts for the TV series ( GitS. SAC from here on). 

With GitS:SAC, the producer, Mr. (Yuichiro) 
Matsuka, and Director Kamiyama really loved Cowboy 
Bebop. I received an e-mail saying that the 3 episodes 
I had written for the TV series were good, and that was 
probably the start of it. 

I was incredibly happy. I thought, “I got it!” 
and I just wanted to share it with someone. And since 
I couldn't tell anyone outside the company, I called up 
a girl from work, even when it was in the middle of the 
night, and told her, “I got a GitS project!” That’s how 
happy I was, just pure and innocent (laughs). 

But by the time I came on board, the story 
was already done. Before the meeting, I received a huge 
stack of photocopies with a note saying, “Please read 
these first,” and I felt a bit faint (laughs). On one hand, I 
thought, “Am I really going to be doing this?” and on the 
other hand, “If they have all this done, there’s not going 
to be anything left for me to do,” (laughs). 

Something that was different was that there 
is no so-called series editor, so nothing moves forward 
until everyone’s talked it over and okayed it. It was really 
unusual, like for instance, the system worked so that 
even if the episodes you’re in charge of weren’t being 
discussed that day, you would still be there. I thought 
that was interesting and it made me want to be involved 
in the project. 


*.The short stories "Robot 

Rebellion” and “Making of Cyborg," 
hich Sato says were most 
memorable to him of the original 
stories. He says that perhaps of 
the stories littered with words that 
were unfamiliar back then, such 
as Public Security, terrorists, and 
micromachines, these two were 
easier to understand. Also, being 
a sci-fi fan, Sato says he became 
interested in prosthetics, which 
come up in ’’Making of Cyborg.” 


At no time did I have any thoughts of 
making GitS some certain way to suit my own style. 
The director’s vision was very solid and the fact that 
the things he wanted to do were expressed in terms of 
specific works and events that had actually happened 
really scored with me. And when the director told me 
something like, “I want to put those things into the 
case that is GitS" I thought, “This person is amazing.” 
I thought then that my job would be to listen to what 
the director wants to do, then see just how many ideas 
I could pack in there that would anticipate what he 
wanted. 

I am confident that this script team wrote 
everything out, having fully grasped all of GitS that has 
come before us. No matter what any fan might say, we 
can say, “We’ll turn those negative feelings into positive 
things. You'll see when you watch it.” And even after 
having fully comprehended it to this degree, you can still 
dig deeper, so I think the world in this work is wonderful 
and also the fact that you can dig as deep as you want 
is what is so incredible about GitS. It’s not Section 9, 
but the world itself that is Ghost in the Shell. I think in a 
word, it is “a wonderful world that still has its framework, 
even when the protagonists are taken out of it." 


ffij# *. P ro fi le 

Born in 1969. After Yasushi Akimoto’s “Sold Out" 
and Satoshi Tajiri’s “Game Freak,” he has worked 
mainly in writing lyrics, broadcast editing, novels, 
and scripts. In 1993, with Kengo Watanabe, he 
established the techno label Frogman Records 
and consultation company Frognation. Among his 
major works are writing scripts for the short story 
anime “Eternal Family,” writing scripts and helping 
with set design for Cowboy Bebop, and set design 
and writing scripts for the Play Station game Ace 
Combat 3 ■ Electrosphere (Namco). Among his 
numerous written works are Cowboy Bebop ■ 
Code Memory (Sony Magazines) and Rubber 
Sole Lovers (Kodansha X Library). 
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COMICS 


The starting point of Ghos t in the Shell, 
in which Masamune Shirow’s originality 
and depictions shine 



In 1983, Masamune Shirow had 
accomplished his debut with Black Magic, 
but back then, a set “Shirow World" was 
already formed within his mind. The 
concept was “the possibilities of human 
society with regards to its evolution and 
future.” Ghost in the Shell can also be 
called a work that carved out a piece from 
that vast world. 

The short stories Gun Dancing 
(’86) and Pile Up (’87) were published in 
"Young Magazine Kaizokuban," and Ghost 
in the Shell was what followed in April 1989 
as a quarterly serial. A subtle connection 
in the content can be seen in these and 
Appleseed. We can also observe here that 
he is creating all of these works out of one 
world. During that time, it led to the rise 
of enthusiastic fans, who would "always 
buy the issues with G/'fS," solidifying his 
popularity. 

Even after 10 chapters were 
serialized and published in Volume 1 ('91) 
of the comic with substantial touchups, 


Ghost in the Shell continued to be serialized 
irregularly, moving over to being published 
in the main publication "Young Magazine." 
From the theme of humans (cyborgs) and 
networks merging in Volume 1, it shifted 
its direction to something approaching a 
detective drama and became what Shirow 
calls a work "that depicts the daily life of 
Public Security Section 9." 

However, these serialized 
chapters were shelved and Volume 2 (’01) 
became an original story depicting the 
heroine 414 years later since the end of 
Volume 1, which shocked readers. And 
in 2003, the 4 shelved episodes were also 
resurrected as Volume 1.5, bringing a 
certain closure to Ghost in the Shell. 

When Volume 1 was published, 
there were likely many readers who felt 
it was "difficult." But now, the times are 
beginning to catch up to it. And Volume 
2 was even more "difficult." When will the 
times catch up to its contents? There is no 
end to the interest. 



© Masamune Shirow 1991 © Masamune Shirow 2001 © Masamune Shirow 2003 
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Ghost in the Shell Comics Guide 



GHOST IN THE SHELL 


Volume 1 of the comics, 
mainly containing the 


in “Young Magazine 
Kaizokuban” with additional 
original material. It depicts 
the deeds of Public Security 
Section 9 focusing on 
Kusanagi until she leaves 
Public Security Section 9. It 
also contains 2 stories that 
were never published in the 
magazine. Released on 
Oct. 5, 1991 ■ A5 size • SRP 
971 yen (w/o tax) 



MAN-MACHINE 

INTERFACE 

Man-Machine Interface 
Volume 2 of the comics, 
which depicts Kusanagi 4 
years and 5 months later, 
after she has merged with 
“the Puppet Master” and left 
Section 9. The standard 
version with its binding in 
the Young Magazine KCDX 
format and 32 pages of 
original material added 
to the hard cover version 
packaged in the Solid Box. 
Released on Jun. 28, 2001 
• A5 size ■ SRP 1,500 yen 
(w/o tax) 



HUMAN-ERROR 

PROCESSER 

The compilation of the 4 
chapters that had never 
been compiled, which 
bridges Volume 1 and 
Volume 2. It was released 
in the e-manga format, 
which combines the 184 
page book with a CD-ROM 
containing a digital comic 
that uses both animation 
and voice recordings. 
Released on Jul. 23, 2003 
■ A5 size ■ SRP 2,381 yen 
(w/o tax) 


SOLID BOX An item full of material put together mainly 
around the B5 size hard cover editions of 
Ghost in the Shell and Ghost in the Shell 2 ■ 
Man-Machine Interface (short cut version), 
packaged with 
such things ar 
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Ghost in the Shell is more Mr. Shirow’s theme than 


COMMENT 


Koukaku Kidou Tai 


Koichi Yuri Young Magazine Kaizokuban 

My first encounter with Mr. Shirow vyas shortly after 
Appleseed was published. It had already drawn 
everyone's attention and I, too, had looked at it and 
thought it was quite something. At the time, I was planning 
“Young Magazine Kaizokuban" and it was just when I 
was looking for new works. I had no way to contact him 
personally, so I called up Seishinsha and asked them 
to pass along my message, “Please call me if you’re 
interested.” Then, either on March 28th or 29th of 1986, 
he called me. I believe it was August 7th of that year that 
I actually met him in person. I went to Kobe and my first 
impression was that he was a low key person. I remember 
I dragged him to karaoke that time, but he didn’t sing. But 
in the end, he refused my offer of work 100% (laughs). He 
said, "I'm drawing Appleseed for 26 volumes, so I'll do it 
after that.” So, I figured I would just have to slowly get to 
know him. And I thought that an author’s way of thinking 
tends to change over time, so I stayed in contact with him 
even after that. 

Some time later, after he had been writing 
some one-shots for me, the decision to do a serial work 
was made. At that time, the content of Ghost in the 
Shell was already all in Mr. Shirow's head and a massive 
amount of design and premise were faxed to me. Thinking 
back now, there were so many pages that I could make 
them into a book if I had saved them. The way Mr. Shirow 
works is that he has this sphere inside him containing 
things like the eras, the people, and the political situations, 
and from those, he cuts various parts out to create a work. 
I’m sure GitS was also not a world created just for it. So, 
even with the meetings for each issue, I'd just look at the 
name and about all I would comment on was if some part 
was a bit difficult to understand. 

But with regards to the title, I did make one 
request. At first, G host in the Shell came from Mr. Shirow, 
but when I asked if he couldn't provide something more 
flashy, he came up with Koukaku Kidou Tai (Shell Squad) 
for me. But he was attached to Ghost in the Shell and he 


First Coordinator 

asked that we include that as well, even if it was in small 
print (laughs). I’ve never asked him in detail, but Koukaku 
Ki$ou Tai was the mainstream title he created for the 
magazine and I think Ghost in the Shell is more his theme. 



*.3 years since meeting 

Yuri and after 2 one-shot 
pieces, Ghost in the Shell 
began running in “Young 
Magazine Kaizokuban” in 
1989. Looking at the title 
back then, we can see 
that rather than “Ghost 
in the Shell," “Koukaku 
Kidou Tai" is in large print. 


profile 

.Born in 1947. Joins Kodansha in 1972 and settles in 

the "Shonen Magazine" editorial department. In 1986, 
starts up "Young Magazine Special Edition • Young 
Magazine Kaizokuban," which is a collection of star 
authors with cult status. Since then, he has worked as 
the chief editor for "Mister Magazine" and "Afternoon." 
Currently, as assistant director of Editorial Division 7, he 
handles the editing of manga and books with his unique 
perspective. 
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MOVIE 


Mamoru Oshii’s creativity changed 
animation in the world 


GitS has been developed into numerous 
media, but its first step toward that from 
the original comic was the theatrical anime, 
which was released in 1995. 

Director Oshii had a desire to 
someday properly depict a “computer crime” 
story, which he had not been able to fully 
accomplish in the first theatrical Patlabor 
piece. So, while feeling the fact that the 
GitS theatrical adaptation project had come 
to him was strange, he also really sensed 
that this gave him the perfect material to 
work with. 

The story for the theatrical 
adaptation revolves around the events 
concerning "the Puppet Master" written in 
Chapter 9 “Bye Bye Clay” of Volume 1 of the 
original comic. And it depicts the heroine, 
who agonizes over her own personality and 
proof of existence due to being completely 
prostheticized with her cyborg body and 
cyberbrain. These combined to create a 
never-before-seen kind of intellectual action 
anime. 


On the other hand, both Shirow 
and Director Oshii have zealous fans, 
and there was a lot of focus on how their 
individualities would merge in this project. 
Amidst all this, the characters’ personalities 
in the completed Oshii GitS greatly differed 
from the original work and the popular 
character, Fuchikoma, never made an 
appearance. And such things shocked and 
bewildered many fans. 

However, Director Oshii had seen 
it through with his sure directorial vision 
and the resulting film GitS would receive 
worldwide acclaim as an ambitious piece 
of visual work that challenged the limits 
of what anime could express by making 
full use of the latest in digital technology. 
Lauded as a pioneering piece of Japanese 
Animation alongside Director Katsuhiro 
Otomo’s Akira, it would establish a new 
era of anime and greatly influence globally 
famous visual creators. It truly became the 
launch point for Director Oshii’s theatrical 
GitS to become a monster piece of work 
that would attract attention worldwide. And 
it greatly changed the fate of GitS to come. 
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Ghost in the Shell Movie Media Guide 


After being released almost simultaneously in Japan, America, 
and England, the theatrical GitS went on to receive theatrical 
releases in places like Australia and France. Forging ahead 
of the overseas markets, 3 versions of the video, such as the 
international version, and a premium LD box set were released 
in Japan. Overseas, in addition to the countries that received 
theatrical releases, videos were released in such countries as 
Germany and the Netherlands, where the film did not open in 
theaters. Of special note is the shocking news from America. 
The video had been released in June 1996, and as a first for a 
Japanese film, it accomplished the extraordinary achievement 
of topping American video sales at No.1 (ranked #1 on the for- 
sale video charts in the Aug. 24th issue of “Billboard”). Global 
creators such as James Cameron and film critics lauded it as 
“an intellectual and aggressive science fiction action film that 
targeted a smart audience.” And a work of anime originating 
from Japan adorned the storefronts of major record shops such 
as HMV and Virgin. 

Thus, having been received well overseas, 
roughly VA years after it opened in theaters, the theatrical GitS 
received a re-release in theaters in Tokyo, Osaka, and 6 other 
cities nationwide, labeled as a “victory lap release." Posters 
and other artistic elements were completely revamped with 
modern art artist Takashi Murakami as the art director and the 
version with English voices and Japanese subtitles was shown. 
With the release of the PlayStation game coming up, its opening 
sequence was also premiered with the film, and it was shown at 
a higher quality than the game specs allowed, one step ahead 
of the game release. 

When all the related merchandise such as 
making-ofs and databases are considered in addition to the 
video and LD releases, there truly is a variety of packaged 
goods out there. When both the film and game are included, 
there are 5 types of soundtracks and the related merchandise 
released on the respective mediums of the time, such as Photo 
CDs, CD-ROMs, DVDs, and media deployment that imitated the 
GitS World that was depicted with the latest technology being 
the keyword. 




*.The video release of the 

International Version (above) 
with English voices and 
Japanese subtitles. The LD 
with extras Premium Box (left 
top) and the special edition 
DVD Final Edition (left 
bottom) are both now out of 


BCBA-0246 / specs: 123 
min., Dolby Digital (Dolby 
Surround / Japanese • 
English Audio), Japanese • 
English subtitles, CineScope 
size / SRP: 9,800 yen (w/o 
tax) 

•Currently out of print, but 
the Renewal version DVD is 
scheduled to be released soon. 



I advanced the production of the film with the idea of 
selling it worldwide in mind. 

Yoshimasa Mizuo Ghost in the Shell Executive Producer 


COMMENT 


; an OVA. 

pHHHPUIOTBRMMHPRHMHWIf we were 
spend a considerable sum protecting the quality of 9ie 
final product, it would be difficult to recoup the costs with 
an OVA, so talk of wanting to make it a movie came up. 
But if we were to do it as a movie, it would be rough unless 
we were able to get a solid director and a production that 
could oversee the entire process, so I was uncertain about 
it. That was when Bandai Visual contacted us about 
wanting to do the project together. And when we talked 
about who would be good as the director, Mr. Oshii's name 
came up and on top of that, Production I.G came on board 
for the production, so it looked like we had enough to really 
do it. With a movie, we could open up the scope, have a 
big budget, talented creators would work with us, and we 
could also raise the quality. With those conditions coming 
together for us, we decided to start preparing to make a 
theatrical adaptation. 

But in actually producing it, I thought it would 
be difficult to recoup the production costs unless we 
put thought into making it marketable worldwide. When 
the project was still in its early stages, I went to a comic 
convention in America and the response of the people 
there to the GitS comic was pretty good. I thought we 
could go for the world market with this. Also, from my 
experience with Akira, I thought it would be more of a 
lock in terms of the business, if we roped in an overseas 
partner from the beginning. So, I started things off by 
linking up with Manga Entertainment in England as a co¬ 
producer. But I really got a taste of just how difficult it is to 
work in tandem with an overseas company. 

In terms of promotion, since this project has 
both mainstream and cult like aspects, we did all sorts of 
guerilla type advertisements in order to satisfy both those 
aspects. We did things like release Photo CDs together 
with Pia that came with advance tickets and create a 
website with Fumiya Fujii’s design. With regards to tie- 


ins with music, we had discussed approaching a pqjpular 
J-po(#producer of the time, but Mr. Oshii has hisrown 
world of music and we decided it wouldn’t be good for the 
music to take off on its own, so there were developments 
we gave up on as well. Anyway, we just did a little bit of 
everything (laughs). 

The finished product was more than I had 
imagined. I was just impressed when I watchecyt. I 
think it’s a very important thing to have anime that allows 
the audience to realistically imagine the scenes they 
are watching. The scene towards the beginning when 
Kusanagi falls has extremely convincing composition, it's 
wonderful, you know? I was also quite moved by how 
beautiful the scene was when the roof of the rundown art 
museum comes down. Also, animation is fundamentally a 
world of color, so normally, you often see conversational 
scenes taking place during the day, but in this piece, the 
fact the story moves along with night as its background 
really left an impression on me. It was a distinctive color 
sensibility. 

Thinking back now, it was an epoch-making 
project in many ways, but at the time, I didn’t have the time 
to be thinking about such things (laughs). But I do strongly 
believe that I came upon a good piece of work and that we 
qutagoodpii-*-" 


Hie 


id piece of work! 


profilt 

Born in 1947. Joined Kodansha and was assigned to 
“Nakayoshi" editorial department. After transferring to the 
multimedia project department, he handled the production 
of the original video anime Oh! My Goddess and made 
it a big hit. And with the theatrical Ghost in the Shell, 
he took the entertainment industry into account on a 
worldwide scale and came up with advertising methods 
that made full use of innovative ideas, contributing to the 
Japanese Animation boom. Currently, as chief coordinator 
at Editorial Division 6, he is working on producing video 
material targeted at children. 
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TV 


The young creators of I.G assemble to 
create a completely new, third G/'fS! 


With the global success of the film, voices 
from both Japan and abroad expressed 
their ardent desire for a sequel. The new 
TV series produced cooperatively by 
Production I.G and Shirow was, in a way, 
the response. Produced at approximately 
30 million yen per episode, a phenomenal 
budget for a TV series, it began airing in 
October 2002 as a pay-per-view show on 
Sky PerfecTV!. 

Director Kamiyama properly 
understood and absorbed the past GitS 
works and believed a vital point of the 
TV series would be to further expand the 
property’s potential. To this end, he set his 
sights on a “living room level” G/'fS, a quality 
that the extremely highbrow comics and film 
did not have. He placed the focus on the 
structure of the mystery that would slowly 
unfold as the story and easy-to-understand 
drama progressed. Thus, he created a new 
GitS with a near-future detective drama 
flavor. 

The original creator, Shirow, 
helped out in all aspects such as design, 
premise, and synopses. Based on Shirow's 


new synopses, a completely original story, 
different from both the original work and the 
film, was set in motion. Revolving around 
“a Public Security Section 9 in a parallel 
world where Motoko Kusanagi did not 
encounter the 'Puppet Master,"' he provides 
drama filled with suspense in self-contained 
episodes, while presenting a theme that 
runs through the entire series. 

Meanwhile, for the visuals, 
punchy images were created by hand drawn 
animation for the 2D elements such as the 
characters and backgrounds. Things like 
the mecha and small articles were rendered 
in 3D, making full use of the technology. 
And with all of it fully done in digital HD, a 
height of quality never before seen in a TV 
series was realized. 

Of particular note are the new 
characters, the Tachikomas. Spider-type 
mecha (think-tanks) based on designs and 
names by Shirow himself, these play a 
large role in place of the Fuchikomas. They 
exude adorableness and clumsiness that 
are in some sense more “human” than the 
humanoid characters. 
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Fully enjoy Yoko Kanno’s sound! 


A sound you can never forget once you’ve heard it. Yoko Kanno is a composer, 
who is prolific both in Japan and abroad. Her musicality is filled with a freedom 
that defies being categorized by preexisting genres, be it jazz, techno, or rhythm 
& blues. The projects she has handled range broadly from animation for such 
shows as Cowboy Bebop, Macross Plus, and Turn-A Gundam to live action films 
such as Beautiful Sunday and tokyo. sora. Kanno is also handling the music 
for GitS:SAC. She says, “Since the show is very dense, I would like to open up 
air vents with the music so that it can breathe.” And the contents of her work 
for this show can really be called "Kanno style,” deploying a truly rich variety of 
pieces from rock-inspired to the fantastical. The high quality music that pulls 
the audience into the scenes can only be described as splendid. Naturally, a 
soundtrack containing these pieces, Ghost in the Shell: Stand Alone Complex 
O.S.T, is on sale right now. Please listen to the G/fS-Kanno sound, which can 
even be enjoyed by itself. 

profile 



Debuted as a member of Tetsu 100% while at Waseda University. After it 
disbanded, she has worked mainly on composing and arranging music for visual 
projects (those listed above and others) and commercials (Shiseido, JR East 
Japan, Suntory, and others), and producing albums for artists. 



Ghost in the Shell 
Stand Alone Complex O.S.T. 

Release Date: Jan. 22, 2003 
Price: 2,900 yen (w/o tax) 

Distributor: Bandai Entertainment 
Tracks: run rabbit junk / Yakitori / Stamina 
Rose / surf / where does this ocean go? 
/ train search / Siberian Doll House / 
velveteen / Ending Theme "lithium flower” 
/ home stay / Opening Theme “inner 
univers” / fish - silent cruise / some other 
time / beauty is within us / we’re the great / 
monochrome / total of 16 songs 


Tachikoma CD On Sale! 

The super popular characters in 
GitS:SAC, the Tachikomas. Yoko 
Kanno, who loves them dearly, has 
completed a mini-album with all her 
heart! It is packed with the music 
used in the main series and the extra 
stories called “Tachikomatic Days.” 


be Human 

Release Date: Oct. 22, 2003 
Price: 2,000 yen (w/o tax) 

Distributor: Bandai Entertainment 
Tracks: be human / trip city / patch 
me / Tachikoma Runs Away / 
Strolling Tachikoma / bang bang 
banquet / FAX me / Where's Locky? 
/ others / Total of 16 songs + lots of 



GAME 


Eagerly awaited by the fans! The Fuchikomas have 
moved. The opening animation also creates a buzz. 


If the TV series and the theatrical sequel are the second - ■ ■ — 

wave of bringing the property to the screen, the series of 
media development beginning with the theatrical release in 
1995 can be considered the first wave. And what adorned 
the finale of that first wave is the game. 

Shirow himself did the character designs, 
and the world and character premise all make use of the 
original story. The 3D shooting action game is advanced 
by controlling the popular Fuchikoma character, and is 
constructed by further evolving the system used in the 
Jumping Flash series, known for its distinctive floating 
sensation. It is a game with a new feel that utilizes the 
world presented in the original work, such as action 
involving a Fuchikoma sticking to a wall. And within it, the 
fans get a simulated experience of the action of Ghost in 
the Shell. 

In addition, the music was given a certain 
flair through pieces provided by techno artists, who are 
active worldwide, such as Takkyuu Ishino. The soundtrack 
that transcended labels was much talked about and gained 
new GitS fans separate from the comics, movie, and 

The opening and stage animations were, like 
the movie, produced by Production I.G. The director was 
Hiroyuki Kitakubo, who had worked on Black Magic M-66, 
which made this his second Shirow anime project. The 
characters were more similar to the original work and the 
Fuchikomas also appeared. And they crowd the screen, 

rampaging as if to work off their resentment for being left ©1997 Sony computer Entertainment inc./ 

nut nf the movie The nneninn anime is annrnximatelv ? kodansha ltd. _ 

minutes long and drawn with approximately 4,000 cels, Ghost in the Shell 

making for a high quality finish on par with theatrical films, Distributor: Sony Computer Entertainment 

and it captivated the fans who had long wanted to see PlayStation 3D action shooter with a total of 12 stages. 

"moving Fuchikomas.” A big reason why Director Oshii The player becomes a member of Ghost in the Shell and 

had not presented them in the movie was because he felt attempts to bring under control terrorist incidents by running 

that the cute voices these mascot like Fuchikomas would Fuchikomas. The movement of the Fuchikomas as they crawl 

theoretically have would not suit the film. In the game, the along vertical walls was revolutionary. 

Fuchikomas finally got to appear for the first time and this 
is passed on to Sakiko Tamagawa’s exquisite performance 
as the Tachikomas in the TV series. 
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something that people will say, “This is amazing,” 
just by watching Episode 1. But rather than the 
quality being amazing only at the start, even if 
you watch, say Episode 21, a lot of effort has 
really gone into it, it’s got wild action if you will, 
and we made it with the same sensibility as 
Episode 1. We went through trial and error, like 
we were always making Episode 1, thinking about 
doing this or that. You can just feel that we've 
made it doggedly with regards to characters or 
anything else, saying, “Because this scene is very 
important.” So, we want to say to the audience, 
“We think it’s rude to say with a TV series, only 
the first one or two episodes are good." Because 
all 26 episodes make up the series and because 
when all's said and done, the director wants 
to take extremely good care of the sense of 
continuity. Sure, there may be some ups and 
downs, but when seen as a whole, I think we’ve 
created something that proves “In this day and age 
when tons of anime are being produced, there’s 
a shortage of staff members, and the schedules 
are a mess, there is a group of people here, who 
can create at this level of quality throughout 26 
episodes even faced with this adversity!” 


The starting point of this TV series originally 
goes back to Mr. Shirow and I.G discussing the 
possibility of doing an original project together 
after the GitS movie. Not an anime adaptation 
of a manga that Mr. Shirow had done, but the 
possibility of I.G doing a Masamune Shirow 
project meant for the screen from the start. And 
within that flow of things, Mr. Shirow came out 
and said, “I’ll work with you if we can create a new 
GitS that isn’t the movie or the comics." 

We said, “By all means, let’s do it,” 
but with I.G making it, we would be influenced by 
the movie, so we settled on doing a TV series. If 
it's TV, then we could have Mr. Shirow draw up a 
new concept separate from the plot in the manga. 
Mr. Kamiyama and some up-and-coming staff 
members could work on it, and on top of that, we 
decided we wanted to make it as if every episode 
was the first. We said, "Let's make it so no matter 
which episode it is, it would be as fresh as the first 
and without losing that, let's always make it so the 
next episode would surpass the quality and fun 
that we had established thus far.” Though, such 
a TV series would certainly pose high hurdles for 
us. 


In point of fact, I think we’ve made 
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Independence - the true meaning hidden in 
the phrase “Stand Alone” 

With this project, I was very strongly 
aware that it was a TV project. There is the 
budget and the schedule, of course, but with 
TV, there are also some limiting factors, such as 
broadcasting regulations. Mr. Shirow said, “I’ve 
always wanted to challenge myself once to see 
what direction you could go all out in within such 
restrictions,” and I was of the same mind as well. 
I also told the staff, “We are not making this as an 
OVA series or just something to sell DVDs with, 
we are ultimately making a TV series." In that 
sense, I think having as many people as possible 
watch GitS:SAC could be considered the number 
one purpose of our project. 

Of course, there was the 2004 
theatrical adaptation (Director Oshii’s Innocence), 
so there was a sense that we were doing the TV 
series as a setup for it, but the true meaning is in 
the title, in the phrase "Stand Alone." That being, 
“Let's be independent as a project. Let’s pick 
a fight with Mamoru Oshii. Let’s create visuals 
that'll make Mamoru Oshii jealous. Just you 
watch. Mamoru Oshii isn’t the only director out 
there!” Standing independently without leaning on 
the theatrical piece, we want to be recognized by 
the audience as a TV series. That is truly what it’s 
about. 

With regards to my requests to the 
staff members, as I mentioned earlier, I wanted 
them to properly make episodes with substance 
throughout the 26 episode series precisely 
because of the adversity in our industry. And 
the other thing I told them was that they needn't 
try to curry favor with the clients or the zealous 
fans. Because a piece of work doesn’t lie and 
something that doesn’t lie is honest to the 
audience. It’s sort of like, in the end, it’s obvious 
that Git$ is cyberpunk, right? But I didn’t want 
them to make it a TV series that would only be 
understood by people who comprehend that sort 
of thing... That’s what the dual-layer construction 
of the script is for. The hardcore people can 
watch the deep layer underneath and feel, “So this 
is what was happening!” While at the same time, 
general people can follow the story and even the 
people who aren’t really paying attention can find 
plenty of enjoyment in it. I think that kind of thing 
is important. While watching the 26 episodes, 
people can go, “I had no idea the story had been 
headed in such a scary direction,” or, “Oh, this 
is how things were set up.” It would be nice if 
people notice what the script team worked so hard 
to shape. 

Also, it’s very important for people 


to grow with a TV series. With TV, you have 
deadlines even tighter than for things like movies 
and you have to deliver according to schedule. 
But if that were the only goal, there’s no growth 
or anything. When I said a piece of work doesn't 
lie, part of it is that you can see the earnest 
effort everyone puts into it, gritting their teeth in 
spite of such conditions, and the results of that 
earnestness comes through in the end product. 
Because rather than coming to conclusions after 
doing just one episode, the picture becomes better 
and better as people do more and more episodes. 

When it comes to what's most 
important in a production, I think it’s this sort of 
passionate motivation. No matter how good 
someone is at drawing, if you tell them to draw 
something they don’t want to, it’ll show, you know? 
When you consider where the drawing comes 
from, it’s the heart and the mind, right? I think you 
can’t draw something good just by being good. 

I’m spending this big budget for this 
project, but I think it’s important for the veterans 
to be able to make a proper living as veterans. 
And that’s one form of motivation. As for the new 
people, I’m sure giving them new opportunities 
in addition to the money, creates competitive 
awareness that’s stimulating. I believe it’s vital 
to have a system where everyone can have their 
dreams and maintain their motivation. 

Director Kamiyama’s original arc that 
challenges the Shirow Style 

Mr. Shirow said the following at 
one point in time, “This is certain to turn out 
interesting. Don’t worry, it’ll be something 
incredible. If you make it with this much feeling 
and all the resources I.G has to offer, I’m sure 
it'll turn out interesting.” But with “the Laughing 
Man” arc, even Mr. Shirow said, “I’m not sure 
how this will be received." Even looking at the 
actual finished product, “the Laughing Man” arc 
is difficult. But there wouldn’t be a problem if the 
audience would latch onto that. That’s what I 
thought at the time. After all, instead of doing the 
whole thing according to Mr. Shirow’s style, Mr. 
Kamiyama created this original arc and properly 
set out to challenge Mr. Shirow head on. I thought 
it showed his incredible intensity as a director. To 
put it bluntly, this is close to his first time directing, 
you know? I think it must be incredibly tough 
working with this schedule and being responsible 
for this staff. So, I felt this man has a bit of valor 
or like, he’s someone with a strong core. Of 
course, in a sense, Mr. Shirow is also incredible 
for sort of distancing himself from the contents 
of the “Laughing Man” arc, saying, “Let’s go with 
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what the director would like to do.” 

As for my opinion on the finished 
product, I think in terms of characters, it’s Episode 
1. With animation, the characters are a criterion 
of sorts. When everything’s been colored in 
and it’s finally become a picture, the character 
is complete. And in that sense, I felt that with 
Motoko and the rest, they made good characters 
for Episode 1. They really did a great job. 

In Episode 2, I felt that the merging 
of 3D and 2D took away the notion of (animation 
cel) count. In the past, I think it would’ve taken 
about 6,000 cels, but because it’s 3D, the robots’ 
movements aren’t included in the cel count. This 
goes for those 3D staff members as well as for the 
animators, but they do some tiresome things for 
2D, you know? They have to merge it and flatten 
it, and with all those tiresome things included, 

I thought, “Ah, these guys are really working 
seriously at doing these tiresome things.” They 
were properly entertaining, you could empathize 
with them immediately, and both the surface part 
and the foreshadowing part of the dual-layer 
construction of the script I mentioned are there. It 
really gave me the sense that we got off to a good 
start. 

An anime that can be enjoyed normally by 
people who watch detective dramas 

The decision to make the second 
season was made when Episode 1 was dubbing, 
so it was really early. (Shigeru) Watanabe (Bandai 
Visual GitS:SAC planning) told us, “This will 
definitely fly.” Partly because the staff was so 
young, I honestly thought we could take no more 
after 26 episodes, but I also got the sense that this 
group of staff members could definitely do it. And 
I had been watching the process up to making 
Episode 1, so if it was going to happen anyway, I 
wanted to do the second season. 

So, I just want everyone to watch this 
TV series to the end. There is foreshadowing to 
it all and it’s put together so that you’ll see the big 
picture when you’ve watched it all. So, it’s weird 
to say, “I want you to watch the story,” but I just 
want people to watch the whole thing, rather than 
a particular character or some interesting part. 

Also, I want people to discover. Not 
discover something inside, but I want people to 
discover the drama that is GitS:SAC. Right now, 
GitS inevitably belongs to the hardcore fans, right? 
Even people who used to watch and enjoy Taiyou 
ni Hoero! (Howl at the Sun!) long ago say they 
won’t watch because it's anime or because they’ve 
grown older, you know? But I believe what we 
made can be fully enjoyed even by the generation 


that watched and enjoyed Taiyou ni Hoero! or 
the people who avoid shows just because they’re 
anime. I want people who used to watch anime in 
grade school and stopped when they graduated 
from high school to watch. I want people who 
don’t watch anime, but do watch TV dramas and 
normal live action films to watch. And of course, I 
want women to watch. I very much want them to 
enjoy the drama and the dual-layer construction of 
the script. 

When you take the second season 
into consideration, GitS:SAC is only now reaching 
the halfway point, but it’s the same as a mountain. 
When there’s a mountain, you want to climb it and 
once you climb it, you can see the scenery and it 
makes you want to decide where you want to go 
next. Ghost in the Shell is incredibly big, so it’s 
like we’re only just beginning to be able to see the 
scenery that we hadn’t been able to see before. 
I think this work has proposed that direction in 
which we should go next. I think GitS:SAC is 
the kind of work where the TV series acts as a 
trigger and we’ll be able to (eventually) say that 
representative works were born because we made 
this, j 


SftGS&uhi".'.. profile 

Born in 1958. An executive producer at 
Production I.G. In 1987, gains independence as 
Tatsunoko Production Annex from Tatsunoko Pro 
and handles production of TV series Red Photon 
Zillion. After that, establishes I.G Tatsunoko, 
Ltd. Changes company name to Production 
I.G in 1993, which has remained to this day. 
Participated as a producer on various projects, 
such as the movies Ghost in the Shell in 1995, 
and Neon Genesis Evangelion: Death and Rebirth 
and The End of Evangelion - Neon Genesis 
Evangelion Movie Air/My Pure Heart For You in 
1997. He is currently pushing the expansion of 
Japan’s high quality anime into the world market. 
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Operation Track Record (see page 145) | 


A squad leader-like presence, who takes command 
in the field, and excels in both tactics and combat 


She is a complete cyborg with prosthetics making up 
almost all of her body. Boasting top ranking ability in both 
cyber warfare and prosthetic engagement, she acts as their 
squad leader. In principle, there is no hierarchical order 
among the members of Public Security Section 9, but she is 
entrusted with on-site command and delivers instructions 
from Aramaki to the other members swiftly and precisely. 
Furthermore, her military records are unknown, but the 
other members call her Major. With a height of 168 cm, 
she is slim and small, but her energy is boundless. 


•Superintendent-General 
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life 


Kusanagi is unflappable, always 
making sound judgments with 
regards to the reality before her. She 
often shows an utterly cool attitude, 
willing to use any means necessary 
to accomplish the mission. However, 
though she rarely allows it to show, 
on the inside, she is overflowing 
with delicate emotions. The forlorn 
expression she shows every so often 
is very magnetic. 
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the idea to use a civilian to 
the enemy. She forces the job on him as if threat 
him, but the way she still does not offend him c 
said to be masterful. Even when she is feared, it s 
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“The Privileged” 
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efficiently get rid of a guard. Consic 
made Batou lower his guard by usi 


iss the tears that naturally well up. 




It seems she was prostheticized when 
she was young and now, her skills 
are such that she is one of the best 
prosthetics users in the world. She 
is good in gunfights as well, but in 
combat action, she displays a strength 
that is second to none. Leaping 
up and dropping from high places, 
Kusanagi is fundamentally about high¬ 
speed vertical movements. People’s 
sense of sight possesses a weakness 
against vertical movements and many 
cannot cope against it. 




OflO/ 

Public Security Section 9" 



In the scene where she faces off against the terrorist, 
she drops from the roof, dashes and goes into an aerial 
roundhouse kick, displaying vertical movements one 
after another. Her shooting abilities are also prodigious, 
allowing her to accurately hit her target even while she's 
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“Idolatry” 
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“In the Forest of Pupae” 
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“Full-Auto Capitalism" 
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"Wrapped in a Web of Deceit" 
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ability and this grace unique to Kusanagi dazzles us. 



















































He draws out the strengths of Public Security 
Section 9 with unwavering leadership 

The Chief of Public Security Section 9 possesses overwhelming 
dignity. With the ability to make sound judgments and swift 

Public Security Section 9. In the past, he was with the JSDF 
Intelligence Department, and through his active service, he has 
cultivated an extraordinary sense of tactics. His subordinates 
sometimes call him "old ape," but that is Section 9's way of 
showing their love for him. Even Kusanagi defers to him and the 
faith his subordinates place in him is immense. He never loses 
his calm, but he is also a hot-blooded man who has dedicated 
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“Public Security Section 9 
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"The Copycats Chant" 
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"Wrapped in a Web ofDeceif 
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“Idolatry” 






































The mood-maker of Public Security Section 9, who 
backs up Kusagani with his hearty personality 

Batou is most striking for his sturdy build and prosthetic 
eyes. Like Kusanagi, he is a cyborg with most of his body 
replaced with prosthetics and within Public Security 
Section 9, his abilities are only second to Kusanagi. Before 
coming to Section 9, he belonged to the Rangers and was 
once stationed in South America. It is a bit surprising, but 
' has an unusually pure love for all things mechanical and 
during work, he continues to drive his own personal 
His insistence on always riding one specific 
ia is also amusing. 
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Batou's emotions change rapidly and 
his personality is one of extremely 
variable pitch. He is also like humor 
incarnate, entertaining those around 

the slightest comments. His sense 
of irony, in particular, is unsurpassed. 

His straightforward and wild attitude 
leads him to dislike steady work that 
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requires patience and his desire to 
take care of matters with bravado also 

makes him likeable. 

Feeling pity that the Tachikoma always gets synthetic 
oil, he gives a gift of natural oil. He makes a point of 
loving machines and he interacts with the Tachikomas 
with a sense of friendship as well, Batou is also the 

To Kusanagi saying, “C’mon, you like heights, don’t 
you?" Batou responds, “Oh, sure... 1 just love ’em." So 
as not to be outdone, this is his humorous comeback to 
Kusanagi’s joke that “idiots like high places.” 
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A nightmare from his Ranger days returns and his anger 
explodes. He shows recklessness in declaring that 
instead of arresting the bloodthirsty murderer, Marco, 
he will not allow Marco to live. His fight against Marco 

Kusanagi is punched across the room by the Pioneer 
and ends up in an embarrassing moment. Batou’s 
sarcasm bursts out as if teasing her is the only thing 
there is to do. Looking sidelong at Kusanagi, who 
scowls, he enjoys having successfully gotten to her. 

He once again shows his anger when he sees how 

In OA.IO, he lets loose a ferocious rage, but in this 
episode, Batou quietly battles the sense of helplessness. 
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With his uncommon strength as a 
weapon, Batou excels at combat. His 
punches are particularly powerful 
and are as effective as Kusanagi's 
kicks. That hardly means he is not 
good at shooting, which is what 
places him second only to Kusanagi 
in his abilities. He is also proficient at 
cyber warfare, allowing him to handle 
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various situations. 

When the suspected hacker of the android geisha runs, 
Batou pursues him on foot. It is easy to see him as 
heavy bodied, but he is as good as your average cyborg 
when he is sprinting. And going into a full nelson from a 
tackle, he finishes things off. 

fully displays his 9 shooting skills. The power he has at 
his disposal allows him to easily handle even heavy 
firearms. He is sure to display unparalleled strength 
if he were to be given something like a grenade 
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He unleashes an incredible punch against the Chinese- 
made combat android, the Pioneer, and knocks its head 
off in one blow. Even the tough Pioneer, which was 
unaffected by Kusanagi’s Seburo, could only fall in 
defeat before Batou’s power. 

He also sometimes gets through a tight spot by thinking 

Doberman robot attacks him, he thinks of the effective 
tactic of hacking its eyes to show it an image of its 

He makes the daring choice to challenge a former 

full mastery of graceful footwork, Batou unfolds a white- 

power of his prosthetics. 
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A new member and kindhearted family man, who 
fights vicious crimes in his flesh-and-blood body 

A new member poached from police HQ by Kusanagi. He 
is an oddity at Public Security Section 9 in that except for 
his cyberbrain, he is almost completely flesh-and-blood. 
He is also the only one with family in the section. Though 
his combat abilities are somewhat lacking compared to 
the other members, his deductive powers are remarkable 
and Kusanagi thinks highly of his talents in that area. His 
work tends to revolve around gathering information and 
analyzing situations, but he also often partners up with 
"big man" Batou, whom he is familiar with. 
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"Ministry of Health and Welfare 


"Minister of Foreign Affairs 
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I The Section 9 mascots, who serve as both 

weapons and shields 



Excellent female Al staff members, 
who faithfully attend to their duties 

They are in charge of overall operations, 
from communications to data collection and 
management. They are all uniform Al androids 
and they faithfully fill their roles. 


Investigators 

Profiler 

The redcoats, who exarrine cyberbrains, 

prosthetics, and mecha 

A special team of criminal Investigators that 
specializes in examining cyberbrains and 
prosthetics. They also serve as mechanics 

and do the maintenance on the Tachikomas. 

An observational expert, who can 

accurately distinguish authenticity 

A specialist in Identifying people by scanning 
bodies and comparing them to behavioral 
patterns and data on prosthetics. They can 
also confirm the presence of a Ghost. 
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Public Security Section 9 


SGCTIOn 9 


Screenplay • Storyboards: Kenji Kamiyama Unit Director: Toshiyuki Kono 
Animation Director: Takayuki Goto Layout: Hisaki Furukawa • Jun Matsumoto 



The unusual world of the cyberbrain 
era is imprinted upon our awareness 

“Standalone individuals” form “unique components” of a larger complex... - 

The short passage that flows in at the start, imitating the “The corporate Net blankets 
the stars...” passage written at the beginning of the comic Ghost in the Shell. This 
passage imparts a vague sense of dread and expresses the world of Ghost in the 
Shell: Stand Alone Complex in a nutshell. There is an important message contained 
in this text presented at the very beginning, and keeping it in mind should change 
the way you see the story. Introducing Public Security Section 9 is the theme of this 
episode, but with regards to the message, this episode is no exception. 

Terrorists stirring in the city - The terrorist, who was attaching sleeping gas to the 
air conditioner on a building at the start of the episode. Dread is a codename within 
the organization he belongs to, and there is also a member called Somerset here. 
Considering how he manages to attempt an escape in spite of becoming entangled 
with Kusanagi, it may be fair to say that he is actually quite experienced. Furthermore, 
they say this scene, in which Kusanagi is introduced, was purposefully made in the 
same image as the beginning of the theatrical film and the comic. The screenplay 
was rewritten over and over, and much hard work went into the storyboarding stage 
as well in order to find just the right way to depict it in the Stand Alone Complex style. 
It should be interesting to compare it to the theatrical and comic versions, and enjoy 
each of their presentations. 
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This episode serves as the opening chapter, 
introducing our heroine, Kusanagi, and the 
other members of Public Security Section 
9. The core of the story is the kidnapping 
of a Minister, which is a straightforward 
premise. But there is an ingenious trick 
hidden within, which could even be called a 
vice of the cyberbrain era. Kusanagi lightly 
comments, "Apparently, he sometimes likes 
to swap bodies with geishas," and this also 
strongly reflects the way this era thinks. 
This episode is built as a solid introduction, 
not only to understanding the role of Public 
Security Section 9, but also to immersing 
the audience in the background of this 
cyberbrain era. 





■ It only appears on the screen for a 
moment, but if you look closely at the 
pendant around the terrorist’s neck... 



■ Aiming at the running terrorist, 
Kusanagi neatly settles it with a double 
tap. This combat scene, along with this 
action, impresses upon us how cool 
Kusanagi is. 



■ Dropping and jumping, Kusanagi’s 
movements are fundamentally on the 
vertical axis. No matter how swift, 
sideways movement is easy for people to 
get used to. Thus, by moving dizzyingly 
up and down, Kusanagi enhances her 
extraordinary abilities. 



















a This is an era where even the geishas 
at a restaurant are androids. Due to 
this, causing a big incident is a simple 
matter, as long as one can hijack the 
information. 



■ Every word of Aramaki's lines has 
significance. Try paying attention to the 
fact that his lines in general often have 
very interesting hidden motives, 


Geisha androids - The geishas were being manipulated from the outside due to 
hacking. They were restraining the Minister of Foreign Affair’s party. Cyberization 
is advanced in the political circles of Japan in the world of Ghost in the Shell. Thus, 
the idea of androids was born from the concept that the politicians would likely enjoy 
perverted games, such as brag about their androids and having fun swapping brains. 
And in order to bring the Japanese setting to the forefront, an old-fashioned Japanese 
restaurant was chosen as their meeting place. 

At Section 9, we aim to please. - After the case has been resolved, Aramaki speaks 
this line in response to Kubota being impressed. They are not only an elite team, but 
if necessary, they will even create false facts by manipulating information. This line 
was surely meant to convey that this is what their role entails. This line concluding 
the introductory episode for Public Security Section 9 could be called a message 
for the audience. 





ing to Tsuneki, who 
worked on the mechanical 
designs, he paid special 
attention on how the parts 
were different depending 
on whether the android was 
as a living thing 
This resulted in 
melded style, where the 
the mouth was 
organic and the back of the 
head was mechanical. 
























Runaway Evidence 
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Screenplay: Junichi Fujisaku Storyboards ■ Unit Director: Toshiyuki Kono 
Animation Director: Kyouji Asano Mechanical Animation Director: Nobuhiko Genma 



The solitude of the man in the shadows 
of the prostheticization system, who 
dreamed of the fusion of tank and brain 


Harima City for Academic Research - The nation’s most important facility, where 
research is conducted on such topics as microsystems, synchrotron orbital radiation 
science, and think-tanks. There is a Kenbishi Heavy Industries proving grounds 
dome set up there as well, and the development of a new multiped tank is underway. 
This is also where the Tachikomas’ neurochips were made and the Tachikomas 
recognize it as their birthplace. Stretching out from the city is the Techno-line, which 
was developed by clearing a mountain path, and Public Security Section 9 set up their 
operation on this Techno-line. 
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A Kenbishi Heavy Industries’ prototype think- 
tank suddenly goes haywire. The military is 
on the verge of officially adopting them into 
service and tries to avoid having to intervene. 
In the meantime, Public Security Section 9 
is requested to mobilize. Public Security 
Section 9 pursues it using Tachikomas and 
plans to intercept it successfully at a location 
where there are no civilian residences. 
However, completely indifferent to their 
efforts, the tank shows absolutely no sign 
of stopping. It almost seemed as if it were 
single-mindedly running with a particular 
destination in mind... 



■ The Harima City for Academic Research 
actually exists in the real world in Ako 
County of Hyogo Prefecture. Consider 
going there for a visit. 
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The new multiped tank HAW-206, the culmination of Kenbishi Heavy Industries' 
technology - The latest in think-tanks that JGSDF is considering officially adopting 
into the service. Developed over 6 years by Kenbishi Heavy Industries, its armor can 
repel Tachikoma fire and is equipped with weaponry capable of instantly annihilating 
older multiped tanks. When implementing a special process called Mode L, it is 
also capable of jamming the majority of wireless guided missiles. The brain of 
the designer, Takeshi Kago, is 
connected to it and by Kago’s 
will it becomes a runaway. 


























The good friend, Toshio Ohba - He is Takeshi Kago's colleague and he is also in 
charge of the development of the new multiped tank. He was conducting maintenance 
right up to when it went haywire. Ohba had been born with a frail body and was 
raised in similar circumstances as Kago, but he received a new lease on life through 
prostheticization. Due to this, he understood Kago's feelings better than anyone 
else and carries out Kago’s last request to have his brain connected to the tank. He 
was initially tightlipped when Togusa interrogates him, but ultimately, he reveals the 
whole truth. 

JGSDF chopper, Jigabachi - A JGSDF chopper. As insurance and a threat against 
Kenbishi Heavy Industries, it was monitoring the movements of the new multiped tank, 
but by the time the press blackout is about to be lifted, it disappears. The body is in 
the image of a jigabachi (wasp) and its name is also taken directly from that. 

First appearance of Saito's Hawkeye - As the sniper specialist in Public Security 
Section 9, the Hawkeye is Saito’s greatest weapon. When activated, it can convert 
wind movement into color and overlay it onto his vision. At the same time, it also 
brings the center of his sight closer by zooming in, allowing for a precise shot that 
limits the error to within a few millimeters. The new multiped tank was able to dodge 
Saito's shot by linking with the satellites and stealing the Hawkeye's data. In this 
series, only Saito has a Hawkeye, but in the comic Ghost in the Shell 1.5 , there was 
an enemy sniper who also had one equipped, and a Hawkeye showdown ensued. 


Saito focuses his concentration to the utmost as he 
activates the Hawkeye. 

f 
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a showdown with Yuan, who also has a Hawkeye, and achieves victory by a hair's breadth. 







■ He was tom to the very end, caught 
between Kago's wishes and the gravity 
of the situation. 



■ It is not a very large type of helicopter, 
but it is equipped with a 30 mm Gatling 
gun and machine guns. It is both suited 
for surveillance and combat. 



■ Its functionality as a scope is highly 
advanced and allows him to perfectly 
demonstrate his sniping skills. 
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SPring-8 - Kusanagi describes the Niihama Bridge as “a bridge that cost four 
times the budget of the SPring-8." SPring-8 is a large experimentation facility in 
the Harima City for Academic Research that is capable of utilizing the most powerful 
synchrotron radiation in the world. As a shared use facility open to researchers from 
both Japan and abroad, it has produced superb research results in such fields as 
material science, earth science, life science, environmental science, and industrial 
applications. In other words, Kusanagi's dialogue here contains sarcasm, “Why not 
give the money to research facilities instead of spending it on a bridge that can’t be 
used for political reasons?" 

Kago’s parents - It is memorable when his mother says, “Takeshi, is that you?” 
when she looks at the new multiped tank. There is a model of the new multiped 
tank on display in Kago’s room, but they could not have known based on that alone. 
Perhaps Section 9 had already told them the truth of the case, but there must have 
been something akin to Kago’s Ghost coming from the tank due to his brain being 
connected to it. 

Anti-multiped tank weaponry - Though it does have the power to penetrate the 
armor, it is a mousse shell that explodes on the surface of the armor and discharges 
a material like birdlime that hardens in a short amount of time. It fundamentally has 
no lethality, and it is often used for such purposes as quelling terrorists. Because it 
does not require a high muzzle velocity to fire, one of its merits is that it can be used 
in smaller barrels, such as grenade launchers. It is effective against conventional 
tank treads as well, but its effect against think-tanks, which have legs, is markedly 
greater. It was unfortunate for Kenbishi Heavy Industries, because they had to reveal 
the weakness of multiped tanks, but this weapon was provided to Public Security 
Section 9 by the president, who had hardened his resolve. Incidentally, while the 
new multiped tank is fundamentally drawn in 3D, it is worth noting that the scene 
where the mousse shell breaks and hardens as it drips is also done with advanced 


While the concept behind 
the weapon Is primitive, 
it is a superb piece of 
equipment that is highly 
effective and has no 


3D techniques. 
















A Modest Rebellion 
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Screenplay: Yoshiki Sakurai Storyboards • Unit Director: Masayuki Yoshihara 



A bond between human and android 
that only the ones involved could 
understand 


Jeri - Female androids, official designation Model GA07-JL. Not only is it an old 
design, but both their movement and speech are clumsy, and they were discontinued 
3 years ago. Now, there are only 8,000 units in operation nationwide and only 
aftermarket care parts are being manufactured. Jeris can serve as conversation 
partners and take care of general household chores, but android technology is 
developing extremely rapidly in the world of GitS, so they must have become obsolete 
in the blink of an eye. However, because they are an older model, it was possible for 
some hardcore fans to make inappropriate modifications to them and it seems they 
were frequently kept as pet androids. Their lack of facial expressions and unaffected 
speech pattern actually serve to leave a strong impression. 
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One day, a singular incident occurs where 
androids commit suicide all at once. 
Investigation reveals that it is a malicious 
crime committed via virus. It was initially 
considered to be terrorist related, but it was 
in fact just a small incident caused by an 
escapist youth, who liked to play being in 
movies by inputting dialogue into his android. 
This episode could be called a coffee break 
of sorts, going into "the Laughing Man" case, 
which begins to unfold in the next episode. 
With a scene that tells us a bit of Kusanagi's 
past in there as well, the entire episode has 
a comfortable, gentle feel to it. 
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committing mass suicide. Expressionless, 
they leap from buildings and disappear 
underwater, creating a cold atmosphere. 



■ The evolved form of the Jeri is the 
Public Security Section 9 operator. 
Their seemingly emotional speech and 
behavior that they show every so often 
is all due to programming. 



■ The highlight of this episode is the 
Jeri's line, “I’m sorry. I really did love you." 
It will be an eternal mystery whether she 
came to have a Ghost or she simply 
spoke lines from another movie. 




















■ Security at the factory is flawless, 
but using their thermoptic camouflage, 
Kusanagi and the Tachikoma were able 
to freely access Genesis Andross’ data. 



■ When Kusanagi plugs into the control 
unit, it becomes clear that it is a virus 
type runaway. Note that when Kusanagi 
discovers this, she looks slightly mad. 


■ According to the news, the favored 
theory was that the mass suicide incident 
was terrorism committed by a robot 
welfare society, but... 


Genesis Andross - The android manufacturer that made the Jeris. The android 
involved in an incident at an earlier time at the National Assembly building was also 
a product of this company. In this episode, only the one factory that Kusanagi and 
others visit makes an appearance, but the company is also developing new models 
one after another, so we may surmise that it is a fairly large scale corporation. There 
is a part where the plant manager, Abe, says, “Some of the kids here at the factory 
are scared of them, saying that the Jeris cursed their fate...” From this line, we can 
see that the factory workers felt a certain affection for the Jeris. 

Time-bomb virus - A special kind of virus that can be set to manifest at a specific 
time. It is already commonplace in our own real world society and numerous cases 
have been confirmed. MacLachlan planted a time bomb virus in a Jeri that was 
taken back to the factory for repair, then slipped the virus into one Jeri after another 
as their users connected. Due to this, the Jeri suicide program activated all at once 
on a specific day. 

The absurd Dr. Miyashiro - The sociologist commenting on the mass suicide of 
the Jeris on a news show. On the show, in response to the rumor that androids have 
begun to have Ghosts, he comments, “...perhaps we should think of this as a thrill 
seeking crime meant to titillate such human psychology.” It seems every era has its 
famous scholars, who confidently offer their absurd commentary. 
































Pleading Tachikoma - The Tachikoma ordered to standby pleads with Kusanagi, 
“From what I’ve heard, when somebody house sits, that entitles them to a souvenir 
from the people who go out on trips, right?” It is a key scene that shows the growth 
of the Tachikomas, who have begun to be more chatty. Here, it is funny to see that 
the Tachikoma is overjoyed, in spite of Kusanagi’s sarcastic response that she will 
tell him as many “souvenir stories” about trips as he would like. He likely does 
not comprehend what that term means. In addition, Kusanagi chuckles over the 
Tachikoma’s growth. This scene also serves as an introduction to a time much later, 
when Kusanagi's irritation with regards to the Tachikomas’ growth is portrayed. 
Artemis - This does not appear in the story, but the premise has MacLachlan’s car 
named Artemis. According to Tsuneki, a mechanical designer, he apparently put a lot 
into designing Artemis. Based on the concept that it should be a kind of high-class 
sports car that your typical rich boy would drive, it heavily reflected Tsuneki’s own 
interests. As a result, the image is that of a '60s-’70s Italian car that might appear in 
a car race. To that, such things as a modern intake were added and gull wing doors 
like those on the Mclaren FI were used. That is Artemis. Artemis’ beautiful form is 
something that car lovers should be able to savor. 

Macho - Kusanagi uses this word to describe MacLachlan, whom she believes to 
have bought the robot in order to turn it into his ideal girlfriend. Opinion among 
viewers regarding the true meaning behind this “macho” is split, but it was likely 
meant in the “how chauvinistic of him” sense. It is very like Kusanagi to use such 
a turn of phrase. 



■ We get to see the Tachikoma cutely 
rub his hands together. His hesitant 
attitude comes across loud and dear, and 
it is quite amusing. It is a must-see for 
Tachikoma fans. 



■ Batou. a car lover, looks at Artemis and 
says, "Man, that daddy's boy has himself 
a sweet ride," sounding a bit envious? 



■ It is funny to hear that in response to 
Kusanagi’s macho remark, Togusa has a 
comeback, "The Major’s not one to talk..." 
which he mutters to himself. 


Such things as the fulcrum for the gull wing to 
open and close were meticulously traced from an 
actual sports car. Naturally, the interior has been 
precisely as well. Thus, even an ordinary 
car is scrupulously designed. And this dedication 
lends the series a great deal of appeal. 

















■ Kusanagi makes him get off the 
expressway of his own will without 
causing any disorder. Her quick wits 
even have Togusa impressed. 



■ The IR-System is an extremely 
outstanding system for the state. 
However, from the citizens' perspective, 
they are like birds in a cage. They must 
suffer the monitoring from the System, 
just as they must from the thermoptic 
camouflage. 



■Togusa realizes that the Jeri's final line 
does not appear in the movie. However, 
neither Togusa nor the audience has the 
means to solve this mystery... 



■ In this world, there is a system that 
allows people to watch material directly 
by plugging a cord into the cyberbrain. 
However, Togusa's wife says she prefers 
to watch films shown on a screen. It is 
an analogue opinion that could only come 
from someone married to a near fully 
flesh-and-blood man like Togusa. 



Watchful eye monitoring the public - The IR-System is a public security network 
that monitors and records the movement of the public through TV cameras and 
computers. It is the expanded form of the N-System, the present day traffic monitoring 
network. They are in operation at all times all across the country, which made it easy 
to track down MacLachlan’s current location, even though he was fleeing. The IR- 
System is a big help in resolving cases. Keep an eye out for it in future episodes. 
In particular, in OA.19 “Wrapped in a Web of Deceit,” a crime unfolds that takes 
advantage of a chink in the IR-System. 

GPS - A system that precisely calculates where you are on Earth by using radio 
waves from satellites. It is capable of calculating latitude, longitude, and altitude to 
within several dozen meters. The present day GPS can only tell you your location, 
but in the world of the show, the term GPS also covers the car navigation system and 
parts of the automatic control system. Thus, Kusanagi was able to use the GPS to 
show MacLachlan a fabricated traffic jam. 

MacLachlan’s small handgun - It is illegal for ordinary citizens to possess guns, 
but perhaps thinking that he could rely on his diplomatic immunity, MacLachlan had 
a small handgun secreted on his person. However, it is not a very effective weapon 
and MacLachlan himself is not one to favor the use of violence, either. He must have 
had it with him on a regular basis for self-defense and unrelated to this particular 
incident. 

A Bout de Souffle, Alphaville - When Batou and Togusa entered MacLachlan’s 
condo, they find numerous film reels in the study. Some of the ones that can 
be seen clearly are A Bout de Souffle and Alphaville. Both are masterpieces of 
French cinematography that MacLachlan based his movie playing on. What is most 
interesting is that these two films exist in real life and serve as the motif for this 
episode. It should be interesting to rent these films and watch them as you recall 
the dialogue between MacLachlan and the Jeri. Furthermore, released in 1960, A 
Bout de Souffle is the greatest masterpiece of the French New Wave. It is a human 
drama about a car thief that has fled to Paris after killing a police officer and his lover. 
And Alphaville, which was released in 1970, is a sci-fi about our detective hero, who 
infiltrates a nebular city where everything is governed by computers. 












The Visual Elements Will Laugh 
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Screenplay: Shotaro Suga Storyboards: Kenji Kamlyama 

Unit Director: Hideyo Yamamoto Animation Director: Kenichi Yamaguchi 



As the top ranks of the police rob 
people of their privacy, a disquieting 
conspiracy swirls about them 


Detective Fukami - A detective belonging to Special Investigations, the same 
as Yamaguchi. Togusa is also familiar with him, and he provides information on 
Interceptors to Togusa. Thanks to his info, they discover the truth behind Yamaguchi’s 
fatal accident and speculation runs rampant regarding corruption among the top ranks 
of the police. In that sense, it can be said that he has done distinguished service 
behind the scenes. Also, even though he is only a good natured informant at this 
stage, he appears again in OA.06, and again in the final episode, OA.26, as a key 
figure. The conspicuous mark on his left cheek and the fact that he is left-handed 
seem to be vital clues... Fukami bears careful watching to the very end. 
Superintendent-General Daido - When "the Laughing Man" Incident happened, 
he was dispatched into the field by HQ as the officer in command of the wide scale 
investigation. During that time, he came into contact with the masterminds behind 
"the Laughing Man" Incident and intentionally caused chaos in the field for the police 
for personal profit. And now, he is up to no good again in an attempt to get a kickback 
from Serano Genomics. However, in the end, he is merely another pawn and it seems 
he knows little about the truth behind "the Laughing Man" Incident. 

Sensory Perception Wiretap Act - Legislation that allows for the investigation of 
everything a person sees and hears, if there is probable cause that the person is 
committing a crime. This has made it possible for Public Security Section 9 to even 
publicly hijack and search a cyberbrain. The law also serves as a warning, “If you 
do something bad, your privacy will be violated.” In other words, its very existence 
works to prevent crime as well. 
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One rainy night, Yamaguchi, an old friend of 
Togusa's from HQ, dies a mysterious death. 
Togusa starts the investigation using the 
photos Yamaguchi had sent him as clues. As 
a result, Public Security Section 9 doses in 
on the true state of the audiovisual devices, 
which are being abused within the police 
department. And it eventually leads to the 
reopening of "the Laughing Man" Inddent... 
This episode serves as an introduction to 
"the Laughing Man" arc, but the theme of 
the story also overturns the basic concept 
of privacy. The large-scale scheme that 
even involves the top ranking police officials 
maintains a steady sense of urgency. 





■ Fukami has been assigned to the 
security detail of the president of 
Serano Genomics, which was the first 
micromachine maker to be targeted in 
"the Laughing Man" Incident. 



■ Daido is the Superintendent-General, 
but he is a man of terrible character. The 
parent company of Serano Genomics is 
in Holland. From the scene where Daido 
is on the phone talking about “the Holland 
property," it is easy to imagine that he is 
working with Serano Genomics. 


















obvious that Yamaguchi's corroborating 
photos are all images that are seen 
through the human eye during daily 
events. There are photos of various 
situations, so take a good look at each 
of them. 



■ “They put Interceptors in my eyes, 
too?!" The meaning of Yamaguchi's 
words right before he dies becomes dear 
when the unlawful use of Interceptors is 
discovered. 



■ The “Stop! The Street Deaths" poster 
is only on screen for a brief moment. 
However, while it is just a part of the 
background scenery, it naturally leaps out 
at you due to its shocking content. 



■ The name of the proprietor of the bar 
Kusanagi visits is Beronimo. He has a 
laid back personality, but it seems he 
has had a business relationship with 
Kusanagi for a long time. 


The era when words become barcodes - Togusa learns of Yamaguchi's death in 
an accident from the newspaper. If you look closely, you will see that the newspapers 
and documents in this world are not written in words, but barcodes, which contain 
vast amounts of information. The barcodes are multidimensional and apparently also 
capable of containing audio and video. They say this premise was created with the 
barcode recognition system on devices such as cell phones in mind. On the other 
hand, considering the technological advancements of today, perhaps the day when 
barcode newspaper becomes ordinary is not so far in the future. 

The terrible Interceptors that steal sight - The audiovisual wiretapping devices 
introduced by the police in the revisions made to the Sensory Perception Wiretap Act. 
The fact that they can check on a person’s actions in real, time makes this method 
superior to hijacking a cyberbrain. Yamaguchi left proof of the top ranks’ unlawful 
implementation of Interceptors in mysterious photographs, but the presentation of 
Togusa solving this puzzle is very well done. There is something out of place in these 
photos, but he cannot place his finger on it. However, there is undoubtedly some 
mystery here to be unlocked. There is something exceptional about the tension in 
these scenes as you relate with how Togusa feels and discover the solution with 
him. 

Stop! The Street Deaths - A police poster aimed at people living on the streets, 
which was on a wall near the bar Kusanagi visits. It is a very black slogan, but such 
posters can actually be seen in a certain area of Osaka. Apparently, it made a great 
impact on the staff members who went on a research trip before the series began 
and they had decided they would use it no matter what. Certainly, for those familiar 
with Kanagawa Prefecture’s, “Stop! The Juvenile Delinquency,” this poster will be 
particularly shocking. Nothing is said about the bar in the story, but from this poster, 
we can glean that it is located in a pretty rundown neighborhood. 




Special Investigations Detective 

Yamaguchi 














The Copycats Chant 


DC CO'S 


Screenplay: Junichi Fujisaki Storyboards ■ Unit Director: Ryutaro Nakamura 
Animation Director: Sigeyuki Suga Mechanical Animation Director: Tomohiro Kawahara 



Can they close in on the truth in the limited 
time they are given as the countdown to 
the assassination begins?! 


In the confusion, Aramaki... - Immediately after being warned off by the Minister 
of Home Affairs, Aramaki reasons that this death threat against the Superintendent- 
General was written and staged by the Metropolitan Police. He orders an all-out 
investigation in order to simultaneously find this “something” that is making Special 
Investigations think that Nanao is their man and the man himself, who is playing 
the role of "the Laughing Man.” This sequence of scenes is riveting, showcasing 
Aramaki’s intensity and sharp mind. One of the themes of this series is “Aramaki’s 
golden age” and that is apparent here. 

Members of Section 9 on the case - Batou and Togusa are on 24-hour surveillance 
duty covering Nanao. The remaining members get to work digging up Nanao’s history 
under Kusanagi's command. Having instructed a full investigation based on his 
hypothesis, Aramaki sets about checking on things through his own personal contacts. 
It is very interesting that we even see him visiting a place that appears to be a right- 
wing office. Meanwhile, though Kusanagi is supposed to be in command of digging 
up Nanao's history, she begins her own independent investigation after she has given 
her instructions. Thus, she ends up perusing past files on the incident from 6 years 
ago. Here, we get to see visuals for the first time on the 6 year old incident, which 
has only been referred to as "the Laughing Man” Incident so far. The incident began 
with the kidnapping of Ernest Serano, the president of Serano Genomics. And the 
crashing of the TV broadcast, which would later become a hot topic of conversation, is 
an important event that will impact the episodes in the latter half of the series as well. 
Outlining this incident is a running commentary by Kusanagi and combined with the 
vast amount of information, it creates an atmosphere unique to this show. Even after 
hearing Aramaki’s hypothesis, she is not quite happy with it somehow. The decision 
she comes to after looking back on the footage from 6 years ago is... 
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This episode is part two of a three-parter, 
whose titles have a certain pattern apparently 
in the use of “laugh," “chant,” and “dance.” And 
here, "the Laughing Man" Incident builds up 

At the start, Aramaki is 
summoned to the Ministry of Home Affairs and 
is effectively issued a warning by the Minister 
regarding his investigative activities. However, 
the moment he returns to his car, his attitude 
changes drastically and he spurs on Kusanagi 
and Batou. Right after that, in the meeting back 
at Section 9, he reveals his hypothesis that 
this death threat against the Superintendent- 
General was written and staged by the police. 
Even while suspicious of HQ’s actions, they 
end up launching an independent investigation 
into Nanao, whom Special Investigations HQ 
believes is their man. At the same time, they 
set out to get to the bottom of why Special 
Investigations has turned their eye towards 
Nanao instead of the true Laughing Man. 



■ Aramaki has been warned to practice 
self-restraint and not rush into anything 
reckless. However, in the car, he declares 


that he intends to make his subordinates 
work like dogs and earn their pay. 



■ Aramaki reveals his audacious 
hypothesis that the death threat against 
the Superintendent-General was written 
and staged by the police themselves. 
This has even the tough members of 
Section 9 abuzz. 



■ Kusanagi searches for the files she 
wants. This is the first scene in the series 
that portrays what it is like inside the Net. 
Check out the differences between this 
and the frequent depictions found in 
Volume 2 of the comic. 



















Conclusions reached through the investigation - As a result of everyone moving 
the investigation along, Kusanagi is the first to decide on a course of action. And 
that is for her to drop out of investigating Nanao and go to the party venue where 
the assassination is to take place to guard the Superintendent-General. In response 
to her line, “My Ghost is whispering to me, telling me to," Aramaki readily consents. 
Deprived of Paz and Saito, Ishikawa mobilizes all the Al ladies and the Sci-Tech 
Bureau’s Hekatoncheir, in addition to Borma. Soon, they spot something unnatural in 
the comments of all the people who testified regarding Nanao and zero in on the fact 
that their memories have been overwritten. Having found the trick that had Special 
Investigations convinced that Nanao was "the Laughing Man," Aramaki decides they 
will be able to catch the mastermind by nabbing Nanao, and orders Batou and Togusa 
to apprehend Nanao. 

Batou and Togusa storm in. Camerawork that makes it feel as if it is happening 
live shows their point of view - The two receive their orders from Aramaki and 
storm Nanao's room. Note that by shaking the image a lot from their point of view, 
it creates a sense of realism, as if the camera is really running. Furthermore, while 
images from different angles are intercut some, depicting the sequence mostly from 
their perspective creates a vivid sense of tension. For example, the scene where the 
chair turns to reveal a sex android is thrilling no matter how many times you watch 
it. Ultimately, Nanao is not there and as he watches them, he succeeds in sending a 
modular delayed-action virus behind the back of Special Investigations. 


























The Copycats Dance 




Screenplay: Junichi Fujisaki Storyboards ■ Unit Director: Masaki Tachibana 
Animation Director: Takayuki Goto Layout: Misaki Furukawa 



The man who tried to become "the 
Laughing Man" is killed and the case 
becomes even more confused... 


Nanao has been killed by someone. Why? And who did it?! - OA.06 opens with 
the shocking scene where someone kills Nanao, the man with the keys to this case. 
What is worth noting is the way it is presented. This shocking development in the 
story is not depicted in an equally jarring way. Nanao’s murder is committed quietly, 
surrounded by a subtle mood. Tachibana, the unit director, says, “I aimed for a subtle 
atmosphere that would draw the viewers in from the start, since this is the final episode 
of the three-parter.” It is indeed thoughtfully depicted, from the dim room to the light 
filtering in through the blinds. 

The farce begins. Kusanagi’s prediction is correct for a time, but... - Just as 
Kusanagi had suspected, a commotion breaks out at the party venue. The delayed- 
action virus Nanao sent in manifests and the SP commander goes crazy. Chaos ensues 
in the hall. A lot of 3D mob is utilized in this sequence of chaos. Also note Tachibana’s 
direction in meticulously calculating the movements of the members of the press and of 
the confused party guests, and how he really gives it a tumultuous atmosphere. 
Following Nanao’s virus, self-styled Laughing Men force their way in! The 
situation takes on a new aspect - Kusanagi subdues the SP that had gone crazy, 
but when she jacks in and searches his cyberbrain, she finds someone else is poking 
around inside already. Here, whoever had preempted her, breaks her dummy barrier. 
It certainly makes you curious just who would be able to get the better of Kusanagi, 
whose capabilities are top class. Tachibana says the key to this scene is “a tempo that 
realistically captures the chaotic commotion that feels like you are tumbling down a hill.” 
And it does a brilliant job of utilizing all the unique self-styled Laughing Men in the script, 
as they attack one after another. 
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The day indicated in the death threat against 

curity on alert status has been deployed 
around the hall. Kusanagi, who put her 
faith in the whisper of her own Ghost is also 
seen there. And the party finally begins. 
At about the same time, the delayed-ac¬ 
tion virus Nanao had sent manifests in the 
SP's cyberbrain. Kusanagi’s actions help 
to quell the situation somehow, but imme¬ 
diately afterwards, a commotion develops 
that is unrelated to any virus. Who devised 
this commotion, and to what purpose? 
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■ Nanao relaxes with a sense of 
accomplishment at having finished a job, 
and then a gun is thrust in his face. If 
you watch carefully, you will see that his 
murderer is left-handed. 



■ Key terms like cyberbrain 
contamination and cyberbrain activation 
that are scattered throughout Volume 
2 of the comics can be seen in action 
everywhere in the party hall. Suited as 
a security specialist, the SP commander 
has high performance prosthetics. We 
can see once again just how capable 
Kusanagi is when she stops his 
rampaging. 



■ Kusanagi and others evacuate as 
they protect the Superintendent-General. 
However, self-styled Laughing Men attack 
them one after another. Is it the real 
Laughing Man after all, who has plotted 
this crime that surpasses Kusanagi's 
imagination? 











_ gasaflaroiraa ^mpnrrnfo) r°ip^^ 



A shining mecha spotted amidst the attacking Laughing Men! Check out the 
bike subdued by the Tachikoma - According to Tsuneki, he agonized quite a bit over 
the design of this bike. The director apparently requested a futuristic design where 
the cowling covers almost all of the wheels instead of the contemporary designs that 
have wheels with the spokes exposed. It seems they went through several types of 
designs before settling on this one. 






























Idolatry 
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1 Screenplay: Junichi Fujisaki Storyboards ■ l 
| Animation Director: Masahiro Sato 

Jnit Director: Atsushi Wakabayashi 
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Why does the drug lord visit Japan so 
frequently? The fight with androids is a must 
see the fight with androids is a must see 


Drug lord enters country - Someone has been flagged for making numerous round 
trips between South America and Japan within a short period of time. That person 
is a South American drug lord. The base of the episode is laid by overlapping the 
profiler's extremely informational dialogue with images of this man entering the country. 
Something to check out here is the allusion to the distinctive external sign of a Ghost’s 
presence. Let us keep in mind that the sign is a habit of unconsciously stroking the 
prosthetic parts of one’s body. 

Newport Hotel raid - Section 9 embarks on an investigation to track down the true 
motive behind Marcelo’s frequent visits to Japan. They pinpoint the hotel he is staying 
at and make their way in. Right then, prefectural detectives on a drug smuggling case 
show up to raid the place. Korinkai underboss Gondo's subordinates stand in their way 
and a gunfight ensues... Almost all of the detectives end up going down with Gondo's 
subordinates in the fight. During this confusion, Marcelo and Gondo flee the hotel. 
Kusanagi tries to go after them, but is blocked by 2 cyborgs. These cyborgs serve 
as bodyguards as well, so they are plenty powerful, and in this scene, Kusanagi is 
seen defeating them. It really goes to show what high performance prosthetics she is 
equipped with and just how capable she is in using them. 

Togusa chases Marcelo. We get to see Togusa fail to tall him as we have all come 
to expect! - Marcelo and Gondo manage to escape one critical situation, but Togusa 
has been positioned perfectly and immediately begins to tail them by car. However, he 
is outmaneuvered when Marcelo and Gondo switch cars, and Togusa’s tailing ends in 
failure. Whenever Togusa tries to stop an opponent alone, it inevitably ends in failure 
and this was a reproduction of that convention. Will there ever come a day when he 
becomes good enough so that he does not have to apologize to Kusanagi? 
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Public Security Section 9 has been asked 
to investigate the South American drug lord 
Marcelo, who has been frequently visiting 
Japan. They get right to work and pinpoint 
the hotel he is staying at. But there, they find 
him with a mob underboss... Cyberdrugs are 
the mainstream in Japan, so what is a drug 
lord who deals in natural drugs doing here? 
The story for this episode is dense, packed 
with elements like android fights and Ghost 
Dubbing. 





■ The episode opens with a newscast 
reporting Marcelo’s death, followed by the 
profiler’s analysis of him entering Japan in 
perfectly good health. 



■ The prefectural detectives barge in 
during their surveillance of Marcelo. 
They have been investigating the drug 
smuggling, but they end up facing heavy 
resistance from Gondo’s underlings. 



■ Togusa apologizes to Kusanagi for 
letting Marcelo escape. Perhaps it could 
be said that he still has room to grow at 
this stage of the story. 















■ Marcelo was the idol of the people of 
South America. The Korinkai was afraid 
of the repercussions should his death 
become known, so they violated the ban 


on Ghost Dubbing. 


Section 9 finally corners Marcelo. What Kusanagi and the others see at 
the warehouse is... - Following Marcelo, Kusanagi, Batou, and Togusa arrive at 
a warehouse on the outskirts of Niihama. They decide on a strategy to split up, 
surround Marcelo, and gradually tighten the noose. When each has entered the 
building, they run into powerful static that makes communication by cyberbrain 
difficult. Each continues to grope their way along in their search, when all three of 
them find someone they believe to be Marcelo. Ultimately, all the Marcelos they had 
seen were copies made through Ghost Dubbing. For an influential man in South 
America, he was very taciturn. Perhaps there was some degradation of information 
during the Dubbing. 







































The Privileged 
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Screenplay: Yoshiki Sakurai Storyboards: Itsuro Kawasaki Unit Director: Kazuki Fusegi 
Animation Director: Ryota Niino Layout: Miyako Yatsu Mechanical Animation Director: Nobuhiko Genma 



A topic also related to OA.19 makes an 
appearance! Don’t miss the great tempo 
of the chase scene and the finale 


Full body prosthetic - The point to note in the dialogue with Kurutan is how great the 
burden is of getting a full body prosthetic. If a growing child gets a full body prosthetic, 
as the child ages, the prosthetic must be switched for larger ones to avoid problems with 
living as a member of society. The financial burden would be significant, but it is also 
conceivable that there would be problems regarding the delicate issue of how it would 
affect a child's psychology during puberty. With respect to that, artificial organs that have 
attained a high degree of perfection due to developments in biotechnology will grow with 
the body so long as organ rejection is brought under control. However, artificial organs 
have the downside of requiring some amount of time to be grown. Thus, prosthetics and 
artificial organs both have pros and cons depending on the patient and the situation. 
Meditech - A biotechnology corporation that has built its name on producing organs by 
splicing human genes into pigs. According to the CEO, Iwasaki, it seems they not only 
provide organs, but also have a system in place whereby they sell the organs that are not 
needed to an organ coordinating company for a profit. It is also interesting to see that the 
CEO of a company that sells itself on its advanced biotechnology has a Jameson-type 
prosthetic, which uses none of his own company’s technology. 

Kusanagi and company close in on the culprits. The chase scene highlights 
each of the three members’ individuality - Togusa drops by the police hospital for the 
investigation, when he runs into some suspicious individuals coming out of the sickroom 
of the police officer in question. They also notice Togusa and begin to run immediately, 
and the chase scene begins helter-skelter. Fuseki says he “placed the most importance 
on tempo" and in his direction, the car chase is up-tempo. After Batou and the Tachikoma 
stop their car, Kusanagi closes in on them, slowly and quietly, thus allowing us to enjoy 
the mystery of tempo. 
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From information provided by Kusanagi's 
friend, Kurutan, they discover that a heart 
has been used in a transplant operation 
without the provider's consent. A recent rash 
of mass kidnappings connected to overseas 
Mafia was thought to have been committed 
for the purpose of organ smuggling. Partially 
due to that, Aramaki orders Kusanagi 
and the others to investigate the matter. 


Though, ultimately it becomes clear tf 
completely unrelated to the overseas 
was behind this particular case... This 
de has many highlights, including thr 
fast paced chase scene and the masterfully 
led emotions of Kusanagi, Batou, and 


S£flRCH_SXQfly 



full body prosthetic due to an accident. 
However, she luckily finds a matching 
heart and is recovering steadily after a 
transplant operation. 



■ The organ growing pigs with barcodes 
drawn directly onto their bodies. Thanks 
to advancements in biotechnology, it 
is now possibly to grow a spare set of 
organs by splicing ones own genes into 
a pig. 



■ In the fnal scene, we see banter 
between Kusanagi, Batou, and Togusa 
on the topic of prosthetics. What could 
be going through Kusanagi's mind as 
she looks silently at her mechanically 
moving hand? 
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■ The police hospital the med students 
sneak into to steal organs. The bed also 
appears in Daido's sickroom in OA.06. 


Civilian and police. The beds give the two hospitals different atmospheres - In 

this episode, we see two medical institutions: the one Kurutan works at and the police 
hospital the med students steal from. The beds designed by Teraoka differentiate 
the atmosphere. According to him, the concept behind both beds is to “have gentle 
lines, since they are supposed to be advanced versions of contemporary medical 
equipment, and yet have a slightly mechanical feel to them.” In addition, the civilian 
version has soft lines, while the beds in the police hospital feel rougher. He says, “I 
enjoy drawing medical equipment,” and likewise, we can enjoy the designs that have 
been worked in here. 




[Kazuki Fusegi Unit Director 


Comment 


For the 

CEO, the mechanical movements and the 
speech patterns of a Naniwa merchant were 
already worked in at the script stage. For his 
Is, I had th< 
o the key an 

The part where I thought 
o would make or break the scene, 
formance, is the chase 
through scenes quickly 


ie to try and emphasize the contrast 
that and the quiet scene later 
when Kusanagi stalks the guy. The banter 
between Kusanagi and Batou at the end was 
the most difficult part. It's a delicate part that 
relates to their basic premises, so I was very 
careful with it. 


n production - I had 

never personally directed a scene with 3D in 
it, so my lack of experience initially left me 
at a loss with scenes that involved 3D, like 
cars and Tachikomas. Looking at it in parts, 
there is a segment where they go through 
a tunnel in the chase scene, and it took a 
long time to make the orange light and the 
shadows look good. 



























The Man Who Dwells in the 
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Screenplay: Dai Sato Storyboards: Kenji Kamiyama Unit Director: Masaki Tachibana 
Animation Director: Kyouji Asano 



Examine the series of Laughing Man 
incidents! Let’s think together with 
these highly individual characters 


Laughing Man Room. How do the citizens gathered on the Network see "the 
Laughing Man" incidents? - This episode portrays the public’s high degree 
of interest in the series of Laughing Man incidents and is set in a chat room that 
exists in the cyberbrain world. Hosted by the memorable Net Master Omba, with his 
incongruous grown man looks and childlike voice, the debate among the 5 men and 
women becomes heated. Kusanagi appears in the guise of Chroma in the middle. 
The write-ins from the observers, one of the distinctive features of the chat room, 
also heat up. The chat room is produced in 3D, and changes in angles and multiple 
backgrounds at different exposures accentuate this succession of room scenes that 
has few changes of scenery and would otherwise tend towards the tedious. 

Note the special depiction of Nanao’s server and forced transfers - This episode 
has a lot of key points to check out, but first, take a look at Omba’s actions as he 
takes out a file. The scene itself uses animation as a base with CG added on at the 
composite stage. The scene depicting Nanao’s server basically uses the design from 
the comics. However, Tachibana, the unit director, says the detailed movements were 
“left in the hands of the 3D people." Attempts to access the server and attempts 
being repelled by the attack barrier are portrayed. Additionally, the forced transfers 
of Baby Ruth and Chroma are the first two depictions of forced transfers in this series. 
Tachibana says, “I attached the most importance to the response of the surrounding 
characters for Baby Ruth’s forced transfer, while I focused on the sense of reality 
melting away for Chroma." By showing the two perspectives of those watching a 
forced transfer and of the person in the forced transfer, it seeks to bring a sense of 
realism to what happens during a forced transfer. 


OA7 09 

The curtain has fallen for a time on the 
series of Laughing Man incidents with the 
death of Nanao=A and the police's public 
statement. While Aramaki and Kusanagi 
both have a certain degree of confidence in 
their hypothesis, there is still something that 
does not feel right. Thus, Kusanagi pops 
into a chat room dedicated to "the Laughing 
Man" in the cyberbrain world. There, various 
people discuss all the events that have 
occurred, from the incident 6 years ago to the 
most recent, and present their hypotheses... 
Will she find any clues to the investigation 
or promising information or hypotheses? 
Take a close look at this singular episode 
as it closes in on the truth of "the Laughing 
Man" Incident! 
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■ Tachibana says he had a lot of fun 
coming up with the write-ins in front of 
each character. He also says, “You 
should be able to enjoy them even more if 
you look at them again after watching all 
the way through OA.26." Are they packed 
with information relating to the truth behind 
"the Laughing Man" Incident after all?! 



■ Nanao's server is drawn quite 
intricately. Also note the actions of the 
hackers trying to get into the center. 
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■ "The Laughing Man” later went on 
to become a social phenomenon. The 
movie “The Laughing Man vs. the 
Kyonshi Zombie" is apparently a favorite 
scene of Tachibana's. 
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A Perfect Day for a Jungle 
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Screenplay: Dai Sato Storyboards ■ Unit Director: Jun Matsumoto 
Animation Director: Meji Maeda 



A nightmare of the American Empire 
rises from the dead and Batou’s past 
is revealed! 


A grotesque case develops. Even the criminal investigators are bewildered at the 
sight of the cruelly murdered body, but Batou... - The intro to this episode begins 
with the shocking body of a female victim. Inspecting the body, the first thing Batou 
checks is the victim's neck. There, the jacks are the unmistakable sign of cybernation. 
At this point, it only serves to present a commonality among the victims. But later, it will 
become clear why the perpetrator, Marco, targeted a cyberized woman. According to 
unit director Matsumoto, before the scene where they check the body in the basement, 
there was originally supposed to be a scene showing them doing an onsite investigation 
of the first and second floors. This was cut due to length, but the information that was 
supposed to be included there, that “this case involved the slaughtering of the whole 
family," is alluded to later during the briefing back at Section 9. 

Also, note how the situation at the site is expressed by Matsumoto, who 
asserts that “no matter how you draw it all in anime, it doesn't get very uncomfortable 
for the audience." Certainly, the body of the woman, who has been skinned, appears 
on screen, but the dialogue and expressions of people are used to indirectly express 
just how atrocious it is. Such as the crime investigators and Togusa, who should be 
used to seeing bodies, and Ishikawa later on at the briefing. Additionally, as if to 
contrast with all that, it is most conspicuous that Batou behaves as if nothing is out of 
place in that brutal site of the crime. 

Batou seems somehow irritated. What is it that is eating away at him? - The 

members of Section 9 continue their investigation even while receiving support from 
the CIA. Amidst all that, Batou alone appears to be lacking a cool head, and it is him 
that the story focuses on as it progresses. Batou was unperturbed by the brutal crime 
scene, but as they amass more information on the case, he becomes more agitated. 
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A complete change from the comical 
atmosphere of the previous episode, OA.10 
is told in a serious tone and here, Batou's 
past is revealed. The impetus for it is a 
grotesque murder case brought about by 
Marco, a former operative for the American 
Empire. This case develops from three 
elements becoming entangled: the existence 
of the American Empire, of which few facts 
are told; the soldiers, who were sacrificed to 
its self-centered policy; and the cyberized 
victims. This is the situation Public Security 
Section 9 is interfering in to solve the case, 
so we expect a heroic, knockdown drag out 
fight, but those predictions are dashed. The 
fight scene is certainly lively, but beneath that 
run the undercurrents of Batou and Marco's 
complex emotions and cries of their souls. 
Their psychological pain is depicted even 
more poignantly than the pain of the victims. 
Compared to the series of Laughing Man 
incidents revealed so far, this story is more 
graphic and full of humanity. 





■ Batou and Togusa arrive at the grisly 

investigators at a loss. Batou coolly 
checks the victim’s body, while casting 
a contemptuous glance at Togusa, who 
looks away from the ghastly scene. 



■ Batou’s reaction during the briefing 
seems odd somehow. He is usually quite 
the cynic, but he seems rather worked 
up. This causes Kusanagi to feel a 
growing distrust towards him. 
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■ Video recorded from Marco’s point 
of view. He slices into the body without 
hesitation, as if he were just doing some 
job. 


Files containing recordings of the crimes - By obtaining these files, it becomes 
clear why Marco has chosen cyberized people as his targets. The files contain 
recordings of visual sensory information, either from Marco’s or the victim's point of 
view. Why did he choose such a method? This will also become clear as the story 
unfolds. According to Matsumoto, he had instructions to make it so the audience 
could not tell what was being done in the first file. However, even with the latter two 
video files, he structured them so that the nature of the crime would be revealed 
gradually and used them as steps to clarifying the case. 

































Experience points will go up - Borma heads out into the field to investigate the video 
shop in Newport Akiba, where the video files were discovered. The Tachikomas that 
go along are absolutely excited at all the exotic devices there. Human investigators 
might consider such behavior indecent, but as Al, they have no such compunction. 
It is a scene where we can really see the Tachikomas' abundant curiosity. Footage 
from the IR-System, which also appears from time to time in other episodes, can also 
been seen in this scene, so that is a must-see as well! 

Hacking the CIA - “...tap on the wall behind these people.” With a word from 
Aramaki, who has become suspicious of Tanaka Watanabe’s behavior at the 
prefectural PD, Ishikawa commences hacking into the CIA. Fort Pragg is the name 
of the place where the American Imperial anti-terrorist headquarters is located. It 
seems Ishikawa stole his data from there. 

Batou’s flashback scene - At the same time, the phrase “Project Sunset” comes 
out of Batou’s mouth. Suzuki Sato switches from his earlier noncommittal tone and 
tries to deflect the topic with a mocking attitude. In response to this, Batou hardens 
his attitude and speaks up, telling us the facts of Project Sunset as he knows them 
from his own experiences. 

This is where Batou’s memorable flashback scene appears. The 
introduction opens to the fantastical sight of blue butterflies and blood covering 
the ground. Matsumoto says, “Since it’s the entry point of the flashback, I used 
the butterflies as a sort of guide for the viewers.” They were apparently not there 
during the scripting stage, so this is a rare chance to see some expression unique to 
Matsumoto. 

Fight in the sewers - This is the final fight scene, the climax of the story. First, 
Borma and 2 Tachikomas enter the sewers. The Tachikomas’ teasing of Borma is 
so fun, you cannot help but grin at it. But at the same time, pay close attention to 
the part where they discuss the weakness of thermoptic camouflage. Following that, 
Batou and Togusa also arrive at the sewers, but Borma and the Tachikomas are 
already fighting Marco. At this stage, their goal should be to capture Marco alive. In 
fact, Togusa has warned Batou not to shoot, but Borma and the Tachikomas just fire 
away for some reason. However, if we look closely, we can see that they are merely 
trying to stop Marco. There is a scene where we see a Tachikoma’s sightline, and 
though the Tachikoma initially locks on to Marco’s torso, it immediately disengages 
and aims at his feet. Matsumoto says that since the Tachikomas process all data 
digitally, there is no way a Tachikoma would be seeing that screen and that it was just 
a scene to show the Tachikoma aiming at the feet. The tempo of the scene is quick 
and it is easy to miss it, so make sure to check it out. 





■ A Tachikoma passes by a storefront laid 
out with various merchandise. The scene 
itself is comical, but it also serves to show 
just how curious the Tachikomas are. 



■ Ishikawa hacks into the CIA. His 
formidable abilities at gathering 
information have been solidly depicted 
in past episodes as well. However, 
considering he is even able to get 
information from the CIA that the 
American Empire is so proud of, it proves 
that his abilities are world class. He 
certainly did not used to work for military 
intelligence for nothing! 



■ Matsumoto says, “No matter how you 
draw it all in anime, it doesn't get very 
uncomfortable for the audience, nor do 
I personally favor grotesque portrayals." 
Thus, in portraying gruesome scenes, 
indirect depictions are used to good 
effect. The shot here is from Batou's 
flashback, where the strong South 
American sunlight and the silhouette are 
used effectively. 



■ In the flashback. Batou appears as 
his younger self when he was a part of 
the Rangers. Try comparing it with the 
present Batou! 



■ Marco, while he was still on active 
duty, executing Project Sunset. This 
scene shows that he has been using the 
same knife since back then. 
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■ Used for a long time, this knife has become 
a part of Maim, and it now comes alter Batou! 
In Ihe light in the underground room, we get to 
see Marco's quick movements, realy making it 
dear that he is an excelent soldier. Ofcouse, 
Batou defeats him, so Batou's abilities can be 
reaffirmed here as well. 


Skinning knife - The knife Marco has been using since Project Sunset. According 
to Teraoka, the knife design is an original piece. There is apparently a real skinning 
knife that this design was based on, but the real thing is a much smaller tool used for 
skinning fish. Since it is for a crime in this case, it was made about 3 times larger, 
partly to make it more menacing. 




Director 1 

Jun MatSUmOtO Unit Director 

s Comment] 

This goes away from the 
main thread of the story, but personally, the distance between 
Batou and Kusanagi intrigued me, so 1 took care in portraying 
that. 1 was just really interested in this subtle issue of how 
much of a rift there is between the two of them. Also, the 
GitS:SAC series itself tends to have a lot of episodes that 
are structured to explain the story. But in a sense, this is 
a rare episode that delves into the minds of the characters, 
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^ In the Forest of Pupae 


POP TPPH TZ 


Screenplay: Yoshiki Sakurai Storyboards • Unit Director: Toshiyuki Kono 
Animation Director: Takayuki Goto Layout: Hisaki Furukawa 



They obtain an important clue relating 
to "the Laughing Man" Incident while 
investigating a hacking case?! 


Breaching a triple layer of varied attack barriers in just two hours! Is the culprit 
a super-AI-class hacker? - At the start, Aramaki outlines the hacking incident that 
has triggered the investigation for this episode. Here, he stresses to Togusa just 
how skilled this hacker is. He says the culprit who committed this hack is as good 
or possibly even better than Kusanagi. Assessing a hacker’s abilities based on how 
long it takes them to breach varied attack barriers is something that was also used in 
Volume 2 of the comics (see translation note 1). 
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The case begins with a hack into the Ministry 
of Health and Welfare's database. A triple 
layer of varied attack barriers was breached 
and important information stolen. Tracing the 
route of the hack, they find a vocational aid 
center under the jurisdiction of the Ministry 
of Justice. It is a place that admits patients 
with severe cases of Cyberbrain Closed Shell 
Syndrome. Under orders from Aramaki, 
Togusa goes in undercover alone, but... 





■ Togusa looks shocked when he learns 
a database's varied attack barriers were 
breached in just 2 hours. His surprise at 
the notion that the perpetrators skills may 
exceed that of Kusanagi’s speaks volumes 
on just how impressive Kusanagi's abilities 
are in this world. 





















































surrounded in greenery and, at first sight, it looks like a peaceful facility. However, 
soon after his arrival, he begins to feel uneasy. The interior of the facility is mostly 
white, exuding a hygienic impression, but at the same time, there is a conspicuously 
otherworldly, unnatural feel. A steel barred door with an electromagnetic lock seals off 
the area where the residents live. It is a loud and clear sign that this is different from 
the world normal people live in. There are also many setups unique to the facility, like 
the corridor with a row of programming terminals lining either side. In the scene that 
serves to explain this facility, there are 3D representations at important points. With 
regards to the corridor of terminals, Kono, the unit director, says, “3D works better 
than animation when it comes to portraying strange scenes that are not to be found in 
the real world." A lot of effort went into creating the unique atmosphere of the facility, 
such as setting up someone in charge of checking the layout just for this scene. 
Cyberbrain Closed Shell Syndrome. Maladjusted due to being too compatible 
with cyberbrain technology? - It and Cyberbrain Sclerosis are two diseases 
considered to be incurable in this world of highly advanced technology. The people 
with this illness are generally thought to be maladjusted to cyberbrain technology, and 
very few specifics are known about it. There are not even any treatments in sight. 
The brawny vocational aid center guards. Why do they need to be so heavily 
equipped?! - In addition to the patients admitted at the aid center and the facility, 
the guards there are also something rarely seen in general society. Even the 
normal looking orderlies equip themselves with dummy barriers when approaching 
a panicking patient. In addition, these patients have an incredible power capable of 
affecting, not only those barriers, but the orderlies themselves. Thus, perhaps to 
subdue these uncontrollable outbursts by the patients, there are guards encased in 
boorish powered suits permanently stationed at the facility. Also, take note of their 
inhuman voices that have been passed through a vocal device. 



■ The vocational aid center surrounded in 
greenery. The white buildings of the facility 
stand amidst this nice environment. 



■ Togusa arrives at the facility. As if to 
welcome him, a swing on the side begins 
to move. It is a mysterious scene. 



■The Cyberbrain Closed Shell Syndrome 
patients display talents excelling at one 
specific field. 



■ A patient has enough power to blow 
away a dummy barrier and affect the 
person behind it. And this is still a growing 
youth, so the guards have their work cut 
out for them. 



The guards encased in powered suits. With many patients with incredible power at the 
facility, this level of equipment is necessary should something untoward happen. 

















■ Eerie eyes appear in Hong's jacks. 
What could they signify? 



■ Togusa easily opens the electronic 
lock. Are knives supposed to be able to 
open those? 



■ With the possibility of being up 
against a super-AI-class hacker, even 
communicating via their cyberbrains 
would be dangerous in this situation. 
Primitive hand signals are most effective 
at times like this. 



■ The left-handed catcher's mitt is 
an item related to "the Laughing Man" 
Incident. 


Swapped out memories. At what stage was Togusa fed the fake memories?! 

- For the audience who watched this episode, how much of it were false memories? 
This is one of the most interesting points in the story. Scenes that appear to be fake 
memories are located at key points. Coming up with your own theories using those 
scenes as benchmarks should be a fun way to enjoy this episode. 

Kusanagi and Batou storm in. The two display their combo work in this 
emergency! - The vocational aid center usually has all of its connections to the 
outside shut down, but every terminal suddenly goes online! The Al of the ops truck 
is also targeted and fried, creating an emergency situation, Kusanagi and Batou 
immediately storm the facility! They make their way through the center as a two man 
unit, neatly using hand signals. They had actually tried to use real hand signals that 
the Special Forces utilize, but they were unable to find ones that meant exactly what 
they wanted, so the signals used here are original to this show. They serve as a prop 
to make the tempo and atmosphere of the storming scene even more convincing. 
Make sure to check it out. 

Left-handed catcher’s mitt. What does this term signify? - The item in J.D. 
Salinger’s The Catcher in the Rye appears as a slang term on the Net. Left-handed 
catchers are rare, because they are not good at preventing bases from being stolen 
by predominantly right-handed hitters. And in fact, there are no left-handed catchers 
among the pro players today. Left-handed catcher’s mitts are actually not generally 
found in stores and are typically only available custom-made. From their scarcity, 
the term is used as slang on the Net in this world to mean “something that sounds 
plausible, but does not actually exist.” 


















Tachikoma Runs Away 
fK The Movie Director’s Dream 


escape f=Ffom 


Screenplay: Yoshiki Sakurai Storyboards ■ Unit Director: Masayuki Yoshihara 
Animation Director: Toshihisa Kaiya, Kaori Higuchi 



Escape from what? Pay attention to 
this question, which is the theme of 
this episode! 

The Tachikoma goes out to town. What is the frame of mind of a machine that 
has run away from home? - The Tachikomas always synchronize after a mission. 
However, on this day, one single Tachikoma suddenly boots up. The Tachikoma himself 
is suspicious and runs a check on itself. The one and only difference between this 
one and the other Tachikomas is the presence of natural oil that Batou had specially 
prepared. Not getting too concerned, the Tachikoma immediately goes into action. It 
opens the hanger hatch and goes off to town under the bright sun... Not bound by 
duty and able to act freely now, the Tachikoma comments, “It's full of information!” It 
moves around in the unfamiliar town and finds itself in the rare situation of not having 
to worry about accomplishing a mission. With the Tachikoma’s curiosity and incredible 
ability to gather information, the Tachikoma seems to accumulate a great deal of new 
information. 

The Secret Goldfish. What Miki tells the Tachikoma - Having gone into town, the 
Tachikoma encounters Miki, who says she is looking for her pet dog. The girl and the 
machine head to the park where Locky is believed to be. On their way, Miki tells the 
Tachikoma the story about The Secret Goldfish. Being a machine, the Tachikoma had 
never thought about the concept of life and death, so its thoughts on the story here 
are interesting. The differences in values, amount of knowledge, and the directionality 
of those things between the innocent girl and the Tachikoma are depicted here with 
plenty of humor. 

The Tachikoma returns to Section 9. How will people react? - The Tachikoma 
returns to Section 9 after fully enjoying the adventure alone. There is an uproar among 
the people who were waiting. After an investigation, they discover that the cause was 
Batou’s natural oil, after all. Batou is banned from using natural oil hereafter. 




This is an unusual episode, composed of 
2 short stories linked together. The story 
begins with a scene showing a Tachikoma 
that has booted up alone in the hangar. 
Later, it is revealed that this is the Tachikoma 
Batou has doted on. And this Tachikoma 
just goes out to town. There, it encounters 
a girl named Miki, who says she is looking 
for her pet dog. In their conversations, the 
Tachikoma comes upon the question, "What 
is life? And what is death?* and spends 
some meaningful time with her. During 
all this, it also obtains a mysterious box, 
which it takes all the way back to Section 
9. The latter half of the episode depicts a 
story revolving around the contents of that 
box. Kusanagi conducts an investigation to 
solve the mystery of the box! The second 
half vividly depicts the inner thoughts of a 
creator, who expresses things through film. 
It is a must-see. 



■ The Tachikoma is suspicious of being 
the only one to boot up. It immediately 
runs a diagnostic and gets a hit on Batou's 
natural oil. It seems it has had some sort 
of effect. 



■ The Tachikoma and Miki are stopped 
by police officers on patrol. This scene, 
where they wriggle their way out of it 
thanks to the Tachikoma's quick wit, is 
so comical, you cannot help but laugh. 
In addition to the prefectural PD's 
reaction in OA.02, this clearly shows that 
the existence of Section 9 is not widely 
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The secret box the Tachikoma picked up. What secrets lie within... - The 

Tachikoma running away from home on its own was a problem, but what is considered 
to be even more of an issue is the mysterious box he brought back from a junk shop. 
What kind of secret is hidden in this box? The plot that dominates the second half 
is an idea Director Kamiyama had been mulling over for some time. And in a work 



directed by him, it finally appears - a story that puts the spotlight 01 
continue to express themselves on film and video. 























Does Not Equal Terrorist 
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Screenplay: Shotaro Suga Storyboards • Unit Director: Kazuki Fusegi 
Animation Director: Takayuki Goto 



A serious story that is richly dynamic, 
emphasizing the differences between 
stillness and movement, light and dark 


Infiltration from the sea, with the lighting lending it mystery and tension - Under 
orders from Aramaki, the members of Section 9 infiltrate the plant on the sea. Attired 
in diving suits and lightly equipped, they safely secure their bridgehead, then guide 
the submarine following behind them and rendezvous with the Tachikomas. The unit 
director, Fusegi, comments that he paid close attention to the lighting in this scene. 
He says, “In order to maintain the tension, which direction should the shadows fall in 
order to make the audience feel the tension? That’s something I was careful about.” 
If you watch this scene again, paying attention to the sound and lighting, you will 
undoubtedly gain a new impression of it. 

Kusanagi and Tachikoma take digs at Togusa’s thoughts - In this episode, Togusa 
is paired up with Kusanagi for the mission. Having run into a dead end, they travel up 
a pipe using the Tachikoma’s wires. During this time, Togusa airs his theories on the 
case, however... Kusanagi looks exasperated at the shallowness of his deductions. 
He even ends up being teased by the Tachikoma, who says, “Togusa’s Ghost still isn’t 
whispering to him enough...” Togusa is growing into his job as the missions go by, but 
it seems he still has far to go at this stage. 

They secure the SST member and gather information, but... - Batou and his group 
is in tourist mode up on top of the plant. There, they receive a GPS signal from SST 
member Sakakibara of the advance team. They rush to the location immediately to 
find a man with a gun to his temple... They manage to subdue the agitated man and 
administer a sedative. From among his belongings, they find what appear to be the 
hair and personal belongings of Eka, which were uded to get the DNA data. It seems 
he was able to make contact with her and confirm her identity, but what could have 
happened to agitate him so? 
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This serious story's motif is based on a true 
incident that occurred to a Caucasian family 
in Africa. And with that as its backbone, 
comical scenes and true-to-life combat lend 
this episode its flair as Section 9 mobilizes 
in order to confirm the identity of a certain 
girl. The girt in question is the spitting image 
of the only daughter of the CEO of a large 
corporation who was kidnapped 16 years 
ago. Furthermore, according to information 
from a member of the Maritime Safety 
Agency's SST advance team, her DNA data 
is a match. However, after sending that 
report, they lost contact with the advance 
team. What is going on at the plant off the 
coast of Okinawa?! And who is that girl? All 
of Section 9 mobilizes in order to put these 
questions to rest... 





■ Four heads bob to the water surface 
and their infiltration operation begins. The 
way they move swiftly without making any 
noise really shows us how skilled these 
four are. 



■ This scene is comical somehow, with 
its surreal combination of the Tachikoma's 
cute silhouette against the background of 
the eerie pipe. 



■ Batou prevents him from committing 
suicide with the gun and makes it so 
he cannot bite his tongue. It Is a snap 
judgment he makes, seeing the man's 
mental state, which shows he is perfectly 
capable of making delicate situational 
decisions as well. 
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■ The dimax is definitely Saito's dead on 
marksmanship. He does a brilliant job 
of bringing down the man with the rocket 
launcher, which even the Tachikomas 
fear. He is supposed to be a sniper 
specialist, but since he has not been able 
to show off his abilities until now, there is 
a strong sense of him finally getting to 
be at his best. 



■ Perhaps he has confidence in his 
defense against small firearms. Even 
with his armor all dented, this Tachikoma 
still seems to be having fun. After this, 
he also shows a silly side as he frantically 
runs away after being shot at by a rocket 
launcher. 


The fight scenes allow us to enjoy each member’s appeal to the fullest - The 

second half of the episode is largely taken up by exhilarating fight scenes where 
the members of Section 9 amply display their combat skills. According to Fusegi's 
comments, he was careful to maintain a sense of balance throughout the whole 
episode. Also, as a result of adopting the policy that “it would be better if all the people 
that appear can take an active part,” the spotlight shines on some of the members we 
had seen little of thus far, allowing them to show off their particular abilities. With an 
assault rifle in one hand, Togusa fires warning shots, never intending to hit anyone in 
the first place. Meanwhile, Batou confidently enjoys the combat. There is also a rare 
scene where Ishikawa is equipped with a gun. So, check out the episode, paying 
close attention to each character's individuality. 

Even the Tachikomas fire away. Note their great work! - One of the distinctive 
things about this episode is that we get to see the Tachikomas firing live rounds again, 
which has not happened since OA.02. Perhaps judging that there would be a high 
chance of fighting, the Tachikomas appear without their safeties in place when they 
get off the submarine. The scene where the live grenade, different from the non-lethal 
version in OA.08, explodes is most impressive. By the time the fighting has been 
going on for a while, there are many highlights, such as seeing one of them with 
pretty dented armor due to the sheer number of bullets he has been hit with. This is 
also the first time a Tachikoma appears equipped with a Gatling gun. The number of 
cartridges expended in this episode is greatest among all 26 episodes. 





















The lives of the people on top of the plant are connected to the premise of this 
world - These are the people who originally participated in the Nuclear World War 
by getting prosthetics. A return to peaceful times was great, but they were no longer 
able to integrate back into normal life, so they live as refugees on this abandoned 
plant. According to Fusegi, the social phenomenon that created them and their very 
existence will come to have vital significance later in the story. 




















The distinctly elegant design of Section 9’s submarine - With the stage for 
this episode set on a marine plant, this submarine appears for the first time when 
they infiltrate it. The motif is something that appeared in the second volume of the 
comics, but Tsuneki says, “I had originally drawn it to be smaller and shaped funnier." 
Ultimately, Director Kamiyama's comment, “You can go with something flatter," helped 
settle the design into its final form. According to Tsuneki, the spaceship-like styling 
is from his personal interests. He mentioned they worked particularly hard on the 
part where the hatch opens. In the show, this is only seen when the Tachikoma are 
sent out, so try pausing and checking it out. Likewise, rarely seen in the show is the 
interior design of the control room. This is only visible in 2 shots, but apparently a 
good deal of effort went into getting the lines and locations of the lights correct based 
on reference photos of an SDF submarine. A lot of detail has been drawn out, so it 
should be fun to check out the key points on screen. 



parts of the story. In particular, since the made to Took thick. When clouds block 

Ever final scene is quiet, I made a conscious the sun, the light becomes weaker, so I 

since I received the script for this episode, e ff ort t0 make the fight scenes in the latter incorporated those elements to make the 

my impression was that the story would be half flashy. scene brighter or darker. And I combined 

really difficult. There are a lot of mysteries that with Kusanagi appearing by using the 

in this story, but ultimately, it ends without thermoptic camouflage. It’s a scene where 

any dear answers at all. So, it was really Since this is ultimately the I made conscious use of whether ‘there is 

hard deciding how to present the issues and essence of the story, I wanted to make or isn’t sunlight.", 

how to end it. I had hoped to use the flashy, it a memorable scene. The location is 

fast paced fight scenes to emphasize the off the shore of Okinawa and the sun is 

contrast between it and the more delicate strong, so the shadows from the sun are 














Full-Auto Capitalism 
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I Screenplay: Kenji Kamiyama Storyboards ■ l 
| Animation Director: Kouichi Maruyama 

Jnit Director: Hideyo Yamamoto 

_ 



The sad life of a multimillionaire in the 
embrace of a spectre of capitalism 

¥€$ • The subtitle of this episode is “¥€$," which is the yen, the euro, and the dollar 
signs lined up. A clever name, but the key here is that this is not just a play on words. 
This term is also the currency “yes” that Fern asks for at the exchange. In the show, 
it is mentioned that the ¥€$ does not have a favorable exchange rate with A-SIA. 
The following is the background to that. As a foothold into Asia, the Western nations 
set up Japan as an intermediary and implemented a bold monetary unification. By 
combining each of their currencies, the yen, the euro, and the dollar, they hoped to 
bring a global revolution to the economic framework. However, led by China, Korea, 
and India, the Asian nations also execute a large scale monetary unification and issue 
the A-SIA to counter this. Perhaps their resentment that Japan, an Asian country, 
had joined forces with the West strengthened their solidarity, but the A-SIA rose to 
become a powerful currency in a single bound. Fern’s line, “This city is haunted by a 
spectre... The spectre of capitalism,” may have contained some sarcasm regarding 
Japan’s betrayal as well. 
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Hired to kill Yokose, the famous 
multimillionaire, the Chinese assassin, Fem, 
crosses to Japan. Acquiring her weaponry 
there, she heads for Yokose’s mansion, 
fully prepared. In the meantime, Public 
Security Section 9 mobilizes to prevent 
the assassination. And the fight between 
Kusanagi and Fem unfolds in Yokose's 
mansion... This episode depicts one 
aspect of Public Security Section 9’s work 
through the assassination plot of a civilian. 
However, the story also makes us think of 
the wretchedness of capitalism. From the 
unexpected conclusion of Yokose's death, 
we should be able to get a glimpse of the 
misery that is human greed. 





■ Fem appears to have some kind of 
personal grudge against Japan. It may 
be that Yokose is not just another target 
for her. 



■ 500 ¥€$ coins scatter as Fem fires 
her rifle. Perhaps it is the vanity of an 
economic superpower; the coins are 
constructed so that they almost look like 
gold coins. 
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■ Batou says there is no need to use 
secret code in dealing with smalltime 
thugs, but as their leader, Kusanagi 
executes her work perfectly at all times. 



■ The Tachikoma responds comically, 
“Roger!” to an operational order that 
should be taken seriously. Kusanagi 
is both exasperated and angered, 
increasing her sense of unease towards 
the Tachikomas even more. 


Section 9's secret code, standing by for non-burnable trash collection - This 
secret code was used before the operation to arrest some Chinese Mafia. With this, 
the members of Public Security Section 9 get into position. They are disguised as 
members of the Sanitation Department for this operation, so they use this kind of 
language to counter any wiretapping. It may only be used to prompt everyone to 
prepare to storm in, but it can also be taken in such a way that “non-burnable trash" 
means the criminals and “collection” means arresting them. Incidentally, the garbage 
truck that appears here is actually a Public Security Section 9 van in disguise. 

Note the joke brimming with the Tachikoma sensibility. Do you want me to 
pull the plug from that car, too? - In order to prevent the criminals from fleeing, 
the Tachikoma has been loosening the spark plugs on every suspicious car. This 
humorous line is the joke he tacks on when he reports his situation to Kusanagi. 
This is take on a line by a Fuchikoma in the comic Ghost in the Shell 1.5 that goes, 
“Shall I pull the spark plugs from Batou’s car, too?” The Fuchikoma said he was 
joking at the end, but in this story, the Tachikoma never says otherwise, making it 
all the more funny. 

























A new assassin from China? - There is a Chinese-made android among the 
Chinese Mafia called the Pioneer. It has the same name as China’s first human 
shaped robot, which was developed several years ago at the Science and Technology 
University for National Defense in Changsha. Its external appearance is quite 
different, but it is interesting to see that it is equipped with a cannon in the groin 
area, just like the real Pioneer. It probably made its appearance due to a bit of fun on 
the part of the staff members. What is most noteworthy is its ability to easily knock 
Kusanagi off her feet. If large quantities of them ever stream into Japan, they should 
prove to be quite a menace. Just earlier, Kusanagi had said, “You have to wrap up 
cases like this cautiously,” but thanks to the Pioneer, she completely loses face here. 
She becomes a little defensive at Batou’s dig. This rare sight is not to be missed. 
Kanemoto Yokose - A former mathematician, he is now one of the wealthiest men in 
the world. He has a gift for the money game. Through manipulating e-money, stocks, 
and struggles between speculators, he amassed a colossal fortune. Yokose also has 
an unusual obsession of collecting gold and has quite a stash in his mansion. He 
had set up his Moneymaking Program to continue operating even after his death, but 
going so far as to take such measures when he does not even have anyone to leave 
his fortune to shows his terrible tenacity. He does not seem the avaricious type, but 
perhaps the magic of gold instilled in him something akin to madness. Have you also 
noticed the little secret in Yokose’s name? Yokose Kanemoto => Yokose kanemotto. 
=> “Give me more money." 

Robot dogs - The Doberman shaped robots running loose in Yokose’s yard. They 
may be robots, but they are brainless and, similar to flesh-and-blood dogs, they are 
incapable of jumping up to high places. Sturdy, sharp teeth that can even bite through 
metal are their only weapons. When Batou is attacked by the pack of Doberman 
robots, he hacks their eyes and shows them an image of Yokose, pulling through the 
crisis. Their behavior of judging subjects based only on sight is because they are 
robots without olfactory senses. In that sense, they could be considered to be inferior 
to flesh-and-blood dogs. Typically, with Batou’s strength, he should have no problem 
against any number of Doberman robots, but being the mecha-lover that he is, he 
must have had feelings against harming innocent robots. 






m The financial institution attack case 
was meant to distract the investigating 
body away from Fern. But because 
the Mafia guys were in possession of 
Yokose's personal data, thi 
plot is quickly discovered. 



■ These cyberbrain locks are used as a 
restraining tool when arresting suspects. 
The staple gun model is for punching out 
cyberbrain locks one after another, but a 
single-issue version was used when Fern 



■ When the Pioneer transforms into 
combat mode, the cannon can be seen 
on the screen for just an instant. It is 
easy to miss, so try checking it out going 
frame by frame. 



■ Rather nonplussed, Kusanagi is 
taking it out a little on Togusa. Togusa's 
emotions are apparent in his expression 
and it is as if to say, “Why me?" 




During combat, the Pioneer's face changes as 
its internal parts appear. The human ears it has 
when disguised get tom off when its mechanical 
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■ Though it was only via television, 
Togusa is the only one who knew Yokose 
during his lifetime and his expression 
darkens. He must have also identified 
with Yokose to a certain degree, being 
mostly non-prostheticized. 



■ Togusa's son is illuminated by the light 
of the monitor. This shot serves to raise 
the tension even more. 



■ The Tachikomas do not differentiate 
between work and play, and Kusanagi 
finally loses her patience with them. 


Maid androids - They do standard maid work, from household chores to looking 
after guests, depending on their programming. Just like the Jeris, their movement 
and speech are both clumsy, and they do not even have barriers in their brains. They 
can likely be purchased for relatively low prices, but the weapons built into them make 
them distinctive. Serving double duty as bodyguards, they also have a dependable 
side to them, transforming instantly into their combat form if they spot any suspicious 
persons. These are not units that were particularly custom-made for Yokose. It 
seems in the world of G/'fS, combining maids and bodyguards is common. 

Togusa’s kindness shines through, “Use that to pay the ferryman.” - When 
Yokose's body is being taken away, Togusa sends him off with one of the coins 
scattered about. It is very Togusa-like and heartwarming, but this action is actually 
also a foreshadowing of the mysterious scene at the end. In the final scene, the PC 
at Togusa's house boots up automatically and purchases some Serano Genomics 
stocks. Yokose’s program has speculated an increase in the Serano Genomics stock 
price, and it gets into Togusa’s PC as if to thank him for what he did during the day. 
It is unknown how it happened, whether it was some kind of coincidence due to an 
accidental access or purposefully done by someone. The one thing certain is that it 
is an outcome born of Togusa’s humanity. 

Handheld game - After the case is closed, the Tachikoma is having fun playing 
a handheld game. This handheld also appears in the “Tachikomatic Days” at the 
end of this episode. It is used in a unique way, where another Tachikoma is moving 
around according to the game play, leaving us with the open question, “It was a 
remote controller for a Tachikoma?” If a Tachikoma were a radio controlled toy... That 
thought is absolutely hilarious. 



is most satisfactorily equipped with powerful weaponry for the purpose of eliminating intruders. 












The Time of the Machines 
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Screenplay: Yoshiki Sakurai Storyboards • Unit Director: Kenichi Takeshita 
Animation Director: Ryota Niino Mechanical Animation Director: Nobuhiko Genma 



The heroic fight of the Tachikomas, 
who have arrived at the pinnacle of Al 
evolution 


Performance of the Tachikomas - The amount of information in the Tachikomas’ 
dialogue is quite something, but there was practically no adlibbing and the lines were 
apparently already perfected at the scripting stage. When someone stops talking, 
another takes up the topic. This chainlike linking of lines is the key to this episode. 
And Sakurai’s sensibilities in composing this dialogue as the scriptwriter are nothing 
short of impressive. Additionally, Genma, the mechanical animation director, says 
that as the Tachikomas move their hands around and fold their arms in deep thought, 
matching those performances to the dialogue was the hardest part. People certainly 
do say that matching up 3D performances to dialogue is difficult in anime, but even 
if you go back and watch carefully, there is no awkwardness in the Tachikomas' 
movements. So, we should also sincerely applaud the skills of Genma and his 3D 
staff for perfectly pulling off this near-impossible task. 
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The Tachikomas sense a subtle change in 
Kusanagi's attitude and become fearful that 
Section 9 may be on the verge of scrapping 
them. All the Tachikomas gather to debate 
life, Ghosts, Al, and the meaning of their 
own existence. The Tachikomas heroically 
try to hide their sense of self, but Kusanagi's 
assessment is that they can no longer be 
used in operations... This episode is the 
terminus of the story of the Tachikomas' 
development. Pay close attention to the 
Tachikomas' finely structured dialogue. They 
have attained the ultimate growth, almost as 
if they have Ghosts. 





■ Of particular note among the Tachikomas' 
performances is the scene where the 
Tachikoma soliloquizes during his 
conversation with Batou. The dialogue 
and gestures synch up exquisitely, and our 
empathy for the Tachikomas intensifies. 


The military sniper chopper is a Shirow design with the front and 
back swapped. It came to look like a caterpillar as a result of 
consideration for the attack position. 
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Trainees - Among the trainees in the trial scene, the unit director Takeshita appears. 
It is something that came out of Genma’s sense of fun, and people who know 
Takeshita will recognize him. Takeshita is the burly, nice guy type. Since he is in 
there somewhere anyway, try looking for him in the show. Also in the trial scene, 
an automatic pistol called the G33 AV is being used on a trial basis. This gun was 
given a limited release via mail order in a joint project between Tokuma Shoten and 
East Entertainment. On the package, there is even a shot of Batou holding it at 
the ready. 

Batou’s private unit - Having a horn being proof that he is a private unit is a concept 
taken from a certain popular anime. The Tachikomas call it cliche, but does that mean 
this device has survived through the years even to this era? In some ways, that is 
impressive. Additionally, this scene may just seem to be for the laughs, but the word 
“horn” links to the idea of “external appearances," eventually leading to the theme of 
“obsessing over external appearances.” The concept of linked conversation is used 
to good effect here as well. 

Flowers for Algernon - The Tachikomas have even begun to read books. The 
book being read here is the novel Flowers for Algernon by Daniel Keyes, published in 
1966. The fact that the Tachikoma is going to the trouble of reading it on 20th century 
paper media shows that the Tachikomas now grasp the concept of cultural exchange. 
Furthermore, those of you who have read Flowers for Algernon may have noticed, 
but the novel and this episode have an important point in common. In Flowers for 
Algernon, various human relationships unfold bewilderingly as the protagonist's IQ 
changes. The theme, “Is it happiness to obtain knowledge and prestige?” is truly 
emblematic of the Tachikomas at Section 9. 





■ The trial for the trainees is conducted 
at an outdoor type shooting range within 
Section 9. The G33 AV is still in its trial 
stages, but Batou says it is a powerful 
piece. Might they possibly appear again 
later? 



■ The Tachikoma that is always called 
upon by Batou is the envy of his fellow 
Tachikomas. He proudly puts a horn 
on himself, but perhaps he became 
embarrassed; he later insists it was an 
antenna. Truly such human behavior. 



■ We have seen plenty of growth from 
the Tachikomas thus far, but even so, it is 
surprising that they now read books. One 
was playing a handheld game in OA.14, 
but they have evolved dramatically in the 
short period of time since then. 



Kenichi Takeshita 


Storyboards • Unit Director 


When I first thought about 
this episode, I believed it would be a success if I could express the pure 
nature of the Tachikomas. So, when I was doing the storyboards and when 
I was directing, I always kept the keyword "pure" somewhere in the back of 
my mind. By doing so, it sort of makes Batou and Kusanagi's actions stand 
out more. The purer the Tachikomas are, the more the so-called human 
adult circumstances (laughs), and stuff like that become visible. They're 
not quite like children, but by emphasizing the pure parts of humans even 
more, they ended up being rather cute. 


My favorite 


they're all crowding around, swaying their bodies and pushing each other 
are cute and I love them. And the duologue of the Tachikoma's, "The way 
the Major's been looking at us lately is kinda scary,” and Batou's, "The 












^The Heart’s Blind Spot 
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Screenplay: Nobutoshi Terado Storyboards: Kenjl Kamiyama Unit Director: I 
Animation Director: Kyouji Asano 



Batou hurls his anger at the emotional 
weakness of running away from the 
harshness of a setback 


Prosthetic Blind Spot, and the Heart’s Blind Spot - “Hitting the Prosthetic Blind 
Spot” is the technique Zaitsev once used to take the world by storm. The meaning 
behind it is never revealed to the very end, but perhaps it is a counter made by 
reading the opponent’s state of mind. When Zaitsev first fights Batou at the base, 
Zaitsev goes from being completely on the defensive to attacking, going for the finish 
when Batou swings big. Even in the final rematch, though it ends in failure, he 
was going for the finish, dodging Batou’s straight punch. In other words, hitting 
the opponent’s Prosthetic Blind Spot must refer, not to any specific punches or 
footwork, but to the psychological technique of luring the opponent into swinging big 
by purposefully placing him in an advantageous position. Additionally, Zaitsev says 
the reason he lost in the Paralympics is because there was a blind spot in his heart, 
but this could be taken to mean that it was Zaitsev whose state of mind was read. 
Maybe being undefeated had given rise to overconfidence. 

Paralympics - Properly speaking, the Paralymics is the other Olympics held for 
people with physical disabilities. However, in this show’s world, the competitors are 
people with prosthetics. And somewhere along the way, the Paralympics became 
mainstream and the Olympics, where non-prostheticized people gathered, was 
reduced to a decorative traditional event. The realization of physical abilities that 
far surpass normal strengths also inevitably implies a change in the nature of sports. 
Considering the physical abilities of a prostheticized person, there are records certain 
to be set in track and field events that cannot compare to those of the Olympics. 
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Batou is ordered to go undercover in order to 
find the spy leaking confidential information 
from within the military. The suspected spy 
is Zaitsev, a martial artist Batou once looked 
up to. Zaitsev once boasted an undefeated 
record, with his distinctive distance and 
technique that he describes as ‘hitting the 
Prosthetic Blind Spot." Seeing Zaitsev 
decline to a mere shadow of his former 
self, Batou's angry fists of steel fly...! In 
this episode, Batou's emotions of anger and 






■ The white-hot boxing scene. This is the 
first scene that we get to see Batou in a 
serious match up. 



■ In the rematch, Batou completely 
blocks Zaitsev's punch meant to strike 
him in the Prosthetic Blind Spot. Batou 
seriously lost in the first fight, but it is just 
like Batou not to lose twice against the 
same opponent. 



■ The one and only event that Zaitsev 
was unable to stand at the apex of is the 
Paralympics. He seems dissatisfied with 
the silver medal, but at his home, it is 
properly displayed as one of his glorious 
achievements. 
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■ It is heartrending to see Zaitsev’s 
wife bring the medovuha, completely 
oblivious that matters have been settled 
with Zaitsev earlier. What is striking here 
is that even after Batou has returned to 
Section 9, his anger has not worn off and 
he impulsively smashes the bottle of 
medovuha. Batou is hardly the type to 
let an act of kindness go to waste. He 
must have been even more downcast by 
Zaitsev's decline than we had thought. 




■ Zaitsev's skills as a spy are crude. 
Batou's sarcastic, "And you call yourself 
a spy?" is memorable. 



The medovuha full of love - It is a homemade brew that actually exists in real 
life and has a long tradition in Russia. It has a strong sweet taste and is made 
by fermenting honey. Batou makes a face when he takes just a sip. The drink is 
apparently not actually that sweet, but Batou drinks only bourbons and whiskeys, so 
he is likely not too fond of sweetness. It seems medovuha is becoming rare these 
days, even in Russia, so if you ever have an opportunity to travel there, do give it a try. 
After all, it is sure to be delicious, since Zaitsev's wife recommends it so highly. 
Miyahara - She is a female operator who works in the computer room at the military 
base. She is one of the few people who is friendly with the solitary Zaitsev, but it may 
be that he approached her in order to make his espionage work easier. Furthermore, 
this does not come up in the show, but her name is Miyahara. 

Beans and coffee maker - When Zaitsev is communicating with his client, they 
speak in code. The code uses coffee as its theme and it seems to be quite a clever 
diversionary tactic. Incidentally, it appears the pot refers to the MHD, the beans to 
the information, and the coffee maker to the barrier. 
























The Truth Behind the 
JK Unfinished Romance 
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Deprived of his Public Security 
Section 9 wings, the true worth of 
Aramaki’s brains is demonstrated 


The hero of this episode is Aramaki - This episode was born out of the concept 
of putting Aramaki in a bind without the support of the members of Public Security 
Section 9. Originally, there were apparently some outrageous ideas, like having him 
captured by terrorists on top of a tall building and sending in a Tachikoma swinging like 
a pendulum. In actuality, the episode is made to have a quiet, composed atmosphere, 
but this resulted in drawing out Aramaki's private and unguarded side even more. It is 
also rumored to be one of the more popular self-contained episodes among the staff 
members. Incidentally, Aramaki's comment to Kusanagi towards the beginning, “This 
was your second time visiting the SAS, wasn’t it?” refers back to a scene in the Ghost 
in the Shell comics where he says, “Go train for 2 months with SAS in England.” 
Make sure to catch these little details as well when enjoying the show. 

Culmination of ingenuity, the alarm clock trap - One of Aramaki’s tricks is a trap 
where he makes an alarm clock look like a time bomb. It served to delay the assault 
team and buy him time. It is an appallingly simple gimmick, but it takes brilliant 
advantage of the blind spot in the human psyche; it is all the more effective because 
it is so simple. It is an idea that could only come from someone well versed in clever 
schemes and stratagems, such as Aramaki. Furthermore, this is an idea based on 
Volume 4 of Appleseed, another one of Masamune Shirow’s works. 
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Aramaki and Kusanagi are in England 
for the International Counterterrorism 
Conference. Once off duty, Aramaki goes 
to visit a bank where an old friend of his 
works, but there, he becomes involved in 
an unexpected incident. In this dangerous 
situation with no help available, Aramaki 
employs all sorts of tactics... This episode 
unfolds from two angles: Aramaki's actions 
and Kusanagi's actions. And it is a side story 
that fully portrays Aramaki's abilities as the 
brain of Public Security Section 9. It is also 
a rare story where we see glimpses of his 
pure emotions as he plays a part in a mature 
romantic relationship. 



■ "The truth is in the wine = In vino 
veritas," is a real, famous saying. It was 
used to wrap up the episode, while also 
hinting at the fact that they were hiding in 
the wine cellar. The slight pretentiousness 
is a nice fit for the intellectual Aramaki. 



■ The mutual understanding Aramaki 
and Kusanagi have is perfect. The final 
rescue scene is a moment where their 
bond is reconfirmed. 



■ The squad commander's anger when 
it becomes clear that the bomb was an 
alarm clock is spectacular. In the hands 
of a veteran like Aramaki, even everyday 
items become fine weapons. 
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■ At the wine fund, the wine is managed 
with stringent care. Thus, few even 
know the existence of the hidden wine 
cellar, which is what saved Aramaki and 
the others. 



Wine fund - A form of asset management, where wine is purchased and held in trust 
using client deposits. In England, where wine is popular, many investment specialists 
make the most of statistics and computer technology to aggressively pursue profits 
based in wine. However, having vintage wines as the subject of financial speculation 
also feels somewhat strange in this story, which is set in the digital age. It must just 
mean that the artistic culture of enjoying the flavor and bouquet of wine is something 
that is dear to people in any age. 

Money laundering - A financial crime where illegally obtained funds are passed 
through legitimate transactions in order to hide their origin and make the money 
clean. Ignoring national and international judiciaries, it is a crime that is committed on 
a global scale. It is estimated that in our current society, money laundering amounts 
to a trillion dollars, but in the world of GitS, where the technology used to digitally 
cover tracks is more advanced, we can surmise that an even greater sum is being 
moved around. 


■ The station chief and the Mafia were 
in collusion over the money laundering. 
The story ultimately results in killing two 
birds with one stone: Aramaki's reunion 
with Madam Seymour and a resolution to 
the illegal activity going on at the bank. 


Kusanagi uses the woman’s weapon? - Kusanagi uses her sex appeal in order 
to “borrow” the uniform of an assault squad member standing guard. This is the only 
scene in all the episodes where she takes such action, and many are sure to have 
been shocked at this unexpected twist. It may have seemed that she could have just 





































Assassination Duet 
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Screenplay: Junichi Fujisaki Storyboards • Unit Director: Masayuki Yoshihara 
Animation Director: Kouichi Maruyama _ 



The ultimate father-son bond born of 
a reunion accomplished through the 
assimilation of memories 


The relationship between Japan and China... - Vice Foreign Minister Jin is the first 
dignitary from the Chinese government to pay a visit to honor the war dead. Until now, 
the Japanese government had never approved a visitation. Flowever, because the 
memorial where the war dead are interred also includes many Chinese in Okinawa at 
the time, he comes to Japan in the form of a courtesy visit. There are many Japanese 
crying out in protest against this, but the background lies in what happened early on 
in the Nuclear World War, which is not mentioned in the show. For more on that, 
consider referencing “Lost Past” in the comic Ghost in the Shell 1.5. 

Hideo Tsujisaki - A colonel and former chief of the Ground Self-Defense Force’s 
Investigation Section, who passed away after succumbing to cyberbrain sclerosis. 
He served under Colonel Tonoda along with Aramaki and Kubota, but of the three, he 
was particularly popular and had established a reputation in training new recruits. In 
fact, he is equipped with knowledge of various tactical theories, ranging from sniping 
to explosives disposal, close quarters combat, and even weapons procurement 
and infiltration methods; and he trained many experts. Even Kubota, who has 
succeeded him as the chief of the Ground Self-Defense Force's Investigation Section, 
acknowledges that Tsujisaki was the more talented one. 


The one and only scene where we get 
to see what Aramaki and Kubota looked 
like when they were younger. They both 
already had the aura of being shrewd 
people back then. 
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Aramaki receives a request to investigate 
the personal life of Yu, the son of Tsujisaki, a 
deceased colleague of Aramaki's. He declines, 
saying he cannot use the authority of his office for 
personal reasons, but no sooner had he done so. 
Public Security Section 9 gets a hold of top secret 
information concerning the assassination plot 
against the Vice Foreign Minister of China. The 
possibility that Yu is involved in the assassination 
plot arises, and Aramaki and Section 9 take action 
to prevent the assassination. But behind the plot 
was Tsujisaki’s personality, which had come to 
coexist it Yu's brain... The theme of this episode 
is the familiar cyberbrain, but there is a distinct 
sense of urgency due to the new method used 
here, which is the overwriting of memory. 
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■ Aramaki says to Saori that Tsujisaki 
was not a best friend, but only a war 
buddy. This is based on the line used 
in "Fat Cat" of the comic Ghost in the 
Shell 1.5 that goes, "...not a friend, but an 
acquaintance." They say they arranged it 
this way to bring out Aramaki's cool side 





■ In the show, Colonel Tonoda is only 
mentioned by name, but he does appear 
in the Ghost in the Shell comics. He 
is a laid back man, who likes to collect 
odd androids, but in wartime, he was a 
sharp man nicknamed the Red Demon. 
Aramaki even goes so far as to say that 
he owes who he is now to Tonoda. In the 
end, his collusion with corporate entities 
is discovered and Aramaki arrests him. 
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■ When conversing with Tsujisaki, Yu 
behaves as if he is talking on the phone. 
Tsujisaki coexists with him in his brain, 
so they should be able to communicate 
without speaking out loud... Perhaps he 
was able to make his father's presence 
feel real by doing so. 



■ The reason they planted false 
memories in Yu was to further overwrite 
his memories to make him think he had 
succeeded in his assassination plot. 
Given that they did not have a minute 
to spare, even the capable Section 9 
was unable to find any other methods 
to stop Yu. 


Overwriting memory - Tsujisaki himself only wanted people to know “the truth about 
Okinawa” and that was why he overwrote Yu’s memory. However, Yu completely 
assimilated Tsujisaki and became a split personality, or possibly a fused personality. 
Typically, external memories should only exist as simple memories, but as a result of 
taking in memory after memory, Yu must have created Tsujisaki’s personality inside 
his brain. It is truly as if a Ghost has been resurrected. Additionally, the scenes 
where Tsujisaki and Yu hold conversations where Yu speaks both parts are striking, 
but what is most memorable is the scene where Tsujisaki tells Aramaki about the 
memory overwrite. The merging of personalities has begun at this point and there are 
turns of phrases like, “I overwrote my memories into my cyberbrain,” and, “I can’t stop 
this thirst for revenge in my heart," are scattered throughout his speech. It is a clever 
performance that is not cluttered and easy on the ear, but also instantly immerses 
the audience in an uneasy feeling. 

False memories that prevent the assassination and save Yu - The greatest 
mystery that this story leaves us with is the scene where Yu fails to assassinate 
Vice Foreign Minister Jin and blows himself up. It was a fierce explosion that was 
big enough to blanket the skies over the War Dead Memorial, but neither Kusanagi, 
Yu, nor Vice Foreign Minister Jin suffers a single scratch. Even though, on screen, 
Vice Foreign Minister Jin and the SPs vanish with the explosion... This is the false 
memory device that was used in OA.11 as well. If you look carefully at the scene 
at the Memorial, you should see Kusanagi among the rows of students. Kusanagi 
accessed Yu's cyberbrain and planted the memory of Yu blowing himself up. 
However, just how much of it is the false memory and how much of it is reality is left a 
mystery. Is it when Yu began running? Or just before the explosion? Or is it at some 
other time? That is likely an issue that audience members will have varying opinions 
on. Do expand your imaginations by speculating about it from various angles. 
























^Wrapped in a Web of Deceit 
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The Northern Territories Mafia engages in 
clandestine activities in the nation’s shadow. 
We see glimpses of the unfeeling politics in 
the background 


Premises that fell to the cutting room floor - ‘Wrapped in a Web of Deceit" has the first 
flashy combat scenes in a while and the story unfolds at a bewilderingly quick pace. But it was 
apparently also originally scheduled to include a depiction of cyber warfare and a public speech 
by Kanzaki. Unfortunately, we do not get to see them, but it should be fun to imagine various 
scenarios and reenact those scenes in our minds. Additionally, there were various ideas on 
where Reiko would vanish from, and Dotonbori was apparently one of the candidates. Perhaps 
we should feel relieved just to know that even in this era, one of Japan's places of interest, 
Dotonbori, has not fallen into decline? 



The mysterious Blindfold Ivan - It is easy to misunderstand, but the Blindfold Ivan is not the 
name of a person or organization. It refers to the MO of hacking into the Public Security Network 
of the IR-System (see page 39) and cutting out just the images from the moment the abduction 
takes place. The reason there are no witnesses in spite of the fact that she disappeared in the 
middle of downtown is likely because the eyes of passersby were hacked to “blindfold” them. 
The term “Ivan” seems to be used just for its image, but it is indescribably mysterious on top of 
just sounding good. It has a ring to it that naturally stays with us. 

Reiko Kanzaki as seen by the IR-System. She 
completely vanishes in an instant, like some kind of 
magic trick. 
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The Northern Territories Mafia kidnaps 
Reiko, the daughter of former Prime Minister 
Kanzaki. Kanzaki had been denying the 
mass abductions by the Northern Territories 
Mafia, but he reverses his opinion and begins 
to denounce the Northern Territories Mafia. 
The idea was to release Kanzaki to the 
public and make the culprits panic, another 
one of Arampki’s psychological tactics... It 
is a story with depth that begins with the 
delicate theme of abductions committed by 
foreigners and then goes on to involve the 
political background of the nation as well. 





■ The passersby around Reiko were 
created using a 3D mob, so they behave 
naturally. The feel of the hustle and 
bustle is produced nicely here, making 
the moment of Reiko's disappearance all 
the more striking. 



■ The objective of the abductions is to 
remove organs and cyberbrain devices 
from the victims and ship them. Having 
the insight to know shows Kusanagi's 
expertise, but the fact that she uses the 
word “process" with regards to humans 
so casually is a bit scary. 



■ From the Mafia’s perspective, they 
say the healthy bodies of Asians are 
best suited as merchandise. It is 
aggressive of them to abduct dozens 
of people at a time, but perhaps that is 
because they can rely on the power of 
their motherland's government. 
















_ ^Tn^irnira] r°iiurmn =nn 


sews£w_siQ«y 



■ Talked Into it by Aramaki, Kanzaki 
finally aids the operation at the risk of 
his political career. Kanzaki does not 
have any faith in the police, but he must 
have sensed something in Aramaki's 
intensity. 



■ Kanzaki later plays an important role 
for Public Security Section 9. Aramaki’s 
line at the end, "It won't do us any harm 
to have him in our debt," serves as a 
setup for that as well. 



The vain fate of Reiko Kanzaki - The only daughter 
of Shuzo Kanzaki. She is a shy, model student who 
becomes embarrassed just by meeting the eyes of a 
man. She is actually an innocent bystander. But on top 
of being tragically abducted, she ends up being jeered 
at by the other victims as well thanks to Kanzaki’s 
stance as a defender of the Northern Territories Mafia. 

Her fate ought to be profoundly pitied. 

Shuzo Kanzaki - A buffoon of a former Prime Minister, 
who had continued to deny the connection between the 
abductions and the Northern Territories Mafia, but then 
ends up with his own daughter falling victim. Kanzaki's 
refusal to acknowledge the existence of Blindfold Ivan 
incidents could be called a bombshell of a statement, 
showing no consideration for the feelings of the victims 
and their families. When you think of how true it is that 
politicians always stir up trouble in every era, Togusa’s 
line, “I'm just saying what the citizens are feeling," 
becomes oddly more significant. 

The white-hot Togusa vs. Cruzkowa fight - Togusa is the one and only member of 
Public Security Section 9 who does not have prosthetics. In other words, he is no different 
than a flesh-and-blood human, except that he is cyberized. However, when he and Batou 
go into the field together, he holds his own in the fight against Cruzkowa, who is a combat 



■ Togusa holds his own against 
Cruzkowa, not only in gunfights, but in 
hand-to-hand combat as well. The clever 
hawk had his claws hidden. 


expert. For example, the scene where he energetically throws her is absolutely surprising, 
but perhaps he has been training like a madman so that he will not be a liability, even 
though he cannot bring himself to accept getting prosthetics. Remember the conversation 


he had with Kusanagi in the target practice scene in OA.OI. 






















In terms of the story, this show 
has a broad backbone in the form 
of "the Laughing Man" case, but at 
the same time, we must not forget 
the growth of the cute and popular 
Tachikomas. They continue 
to grow as they repeatedly 
experience rigorous missions and 
brief moments of rest. Let us track 
the growth of their Al. 


PfffH Their experience level is rapidly rising! T 
“•■The Tachikomas perform very wonderfully I 
at both work and play_I 


The Tachikomas are suddenly 
sent to face off against a new 
multiped tank. They may be 
multiped models themselves, 
but they are different in size 
as well as the thickness of 
their armor, not to mention 
the caliber of their main gun. 
They attempt to somehow 
serve as decoys, but... This 
encounter ends in crushing 
defeat. In this episode, we 
also get to see more than the 
frontline equipment, such as 
Kusanagi poking her head 
out of the pod in the rear, so 
make sure to watch carefully. 



The Tachikomas are stumped 
by their opponent’s formidabte 
firepower and armor. One unlucky 
guy suffers heavy damage... 


With their remarkable work 
using thermoptic camouflage 
in OA.06, mobilizing from 
a disguised van in OA.07, 
and their appearance in this 
episode, we are beginning to 
see more of the Tachikomas. 
In this episode, one appears 
when they set off in pursuit of 
the guilty university students. 
After following them from 
the rooftops, he succeeds in 
stopping the enemy along 
with Batou. During this, a 
Tachikoma fire his main gun 
for the first time. We also get to 
see the safety being taken off. 



After the mission, one faces 
off with Togusa in a game of 
Othello! It seems they find 



Kusanagi's attitude rapidly hardens! I 
What measures do the Tachikomas take? I 


I Finally, the time to say goodbye... 

■ Will there come a day when we get to see 
the Tachikomas again?! 


Kusanagi turns a seriously skeptical 
eye on the Tachikomas, who have 
begun to manifest individual 
idiosyncrasies that go beyond the 
realm of machines. It seems the 
results of her observation of the 
Tachikoma in OA.13 in her Little 
Motoko guise have also greatly 
influenced her. Twigging onto this, 
the Tachikomas hold an emergency 
meeting to come up with 




The continuations of stories that 
have happened thus far make 
appearances here in various forms. 
Is it frantically studying philosophy? 


Having grown far too 
individual, Kusanagi finally 
passes judgment on the 
Tachikomas. Her decision 
is the harsh sentence of 
sending all of them back 
to the lab. Kusanagi’®-; 
orders are absolute and 
no one can defy her. Batou 
is memorable as he says 
little and watches them go, 
eloquently expressing his 
sorrow. The Tachikomas 
leaving the hangar cheerfully 
also seems unbearably 
brave, bringing tears to our 



The Tachikomas head back to 
the lab, singing “Red Shoes." 
Perhaps they feel like calves 
bound for the market? 











































Various Designs & Staff Interviews 


















Hajime Shimomura 


Joins Production I.G in 1999, Gets involved in seve 
projects through animation. Mqor works he has partidpa 
in include: Wild Arms 7Vkey animation, Medarot, Lc 


Characters born after agonizing over various feelings of ambivalence 


I became in charge of the character designs for GitS:SAC 
because I was drawing some character art to go with a robot 
anime project that Mr. Kamiyama was working on before 
GitS:SAC. And when that project hit a plateau, he asked 
me to help him on his next project. That’s pretty much how 

The thing was, back then, I was drawing rough 
sketches for GitS:SAC, but it wasn’t clear until just before 
production for Episode 1 started that I would be doing the 
actual character designs. Of course, ultimately, that’s what I 
ended up doing. But I thought doing GitS as a TV show, and 
with an original storyline at that, was completely reckless to 
begin with, so I in fact had a rather carefree attitude about 
the whole thing (laughs). 

In my meetings with Mr. Kamiyama, I was 
often told to make each character archetypal and easy 


to recognize. So, in making my designs, I paid particular 
attention to making the characters simple, while trying not to 
deform them too much. Also, since the story is original and 
there are scenes that never appear in the comics, I had to 
constantly think of how to differentiate the characters from 
their original designs and how to adapt them for our story. 
There was a certain element of process of elimination in 
that, and that was a part I had a hard time with. 

I designed all sorts of characters and 
continually agonizing over various feelings of ambivalence* 
was tough, but I was happy that I got to see the flow of 
anime production. I have a lot of memories from this project, 
but instead of wanting people to see certain things about the 
characters, I would rather people pay attention to the show 
as a whole. 



as love and hate, towards one thing. 
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I also didn’t have any particular difficulties 
with Saito. I designed him in the image 
of someone who would “have a bleached 
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Early Character Sketches 


































Highlight Test for Hair 
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Early Batou Tests 












Kusanagi Costume Ideas 




• Kusanagi’s costumes were chosen from the numerous conceptual images that Shimomura drew. Various designs were considered, from light to 
heavy garments, and the main costume was even sewn up in real life. The efforts the staff members put into GitS is apparent. 














Aiming for designs brimming with “Shirow Style” 


The way I was offered to work on the mechanical design 
was really simple. Around when the plans for Ghost in 
the Shell were being made, I was actually in the middle 
of working on another project for I.G. It just so happened 
that the director and staff on GitS.SAC were the same as 
on that other project, so I just got the offer, “This is perfect, 
so you want to work on this one, too?" (laughs). It sounded 
really interesting, so I responded immediately, “Yes, please, 

I would love to do it." 

Before I actually began the work, I had a 
meeting with the director and we had a conversation 
that went, “It’ll be a bit too sci-fi if we go with what’s in 
Volume 2 and later of the original comic, so let’s go with 
the atmosphere in Volume 1.” Making things work with the 
backgrounds is part of it, but based on the premise that 
the story’s set around the year 2030, I made sure not to 
make the mecha designs too wild. In fact, even though 
micromachines have evolved and become really specialized 
in Mr. Shirow's comics, other things like firearms and 
buildings haven't evolved all that much. So, we decided 
that if we could make good use of things that exist in the 
year 2003, we would. 

Designs with roughness and details intermingling 

When it came to division of labor, Mr. Tsuneki 
was supposed to do the vehicles and I was going to be in 
charge of all the other large and small articles, but... As 
we went along, that kind of got all mixed up, and honestly 
now, it's just random (laughs). But fundamentally, I do all of 
Section 9’s main mecha and firearms. 

In doing my work, I was careful to maintain 
the image of the mecha that Mr. Shirow draws... Whenever 


I was at a loss in my designs, I relied solely on his original 
work. I’d flip through the comic and think about if things felt 
right or find something I wanted to borrow from. I looked 
at that book so much that it’s all dog-eared now. I made 
sure to follow the lines of the original designs above all 
else. And that’s because the overall image of his designs 
aren't like the neatly industrially manufactured products of 
our day. They have a certain handmade feel to them. To 
put it negatively, they’re "rough." And the thing that gave 
me trouble when I was laying down the lines was his other 
distinctive trait: the minuteness of his details. Personally, 
I would like to include lines of details in my designs to a 
certain degree, but in terms of anime, we can’t have too 
many lines. “How do I pick a path between the cool parts 
and the rough parts?" “To what degree do I include the 
details?” Those were the things that were really hard. Still, 
I knew from the start that we would be using 3D for this 
project, so I’ve used more difficult curves, which couldn’t be 
used in anime of the past. The good thing about 3D is its 
capability to produce subtle lines and swellings, so I made 
sure to make good use of that. 

Since this was a TV series, we had to design 
things one after another, but it was easygoing in the sense 
that there were two of us doing it. Though, we draw quite 
a lot in general, so the peak time period was still rough on 
us (laughs). But looking at the finished product now, I think 
the story and the art and the animation are all high quality 
for a TV series. And I think the 3D used in things like the 
airplanes, Tachikomas, and cars are really well done in 
terms of the animation. So, I’d say we should get good 
marks for accomplishing all that we did. 













Sinobu Ts 

»uneki 

Affiliated with Studio Takuranke. Major Works: AWOL, 

DT Eightron, Crest of the Stars, The Small Giant 
Microman, Sci-Fi Harry, Sadamitsu the Destroyer, and 
Bomberman Jetters. 


Vehicles drawn with current and near-future parts in mind 


Reading the Ghost in the Shell manga has been a part of 
my life since I was a student and I’ve been a longtime fan. 
And I was also involved with the theatrical piece... I actually 
worked on the animation, so my name's on it (laughs). 
When I got this offer, I felt that fate was such a strange 
thing. As for how I came to be asked to work on the design, 
it was pretty much the same as Mr. Teraoka. Though, I 
didn't know Mr. Teraoka back then and I only met him for 
the first time on this project. 

For this project, I'm mainly in charge of the 
vehicles and the small articles that pop up in relation 
to those vehicles. The basis for the designs are largely 
modern vehicles, since we had discussed that the show 
itself was going to try not to be too sci-fi in general. But I 
was still asked to always incorporate some of Mr. Shirow’s 
style, so I was particularly careful in that regard. 

When I was actually coming up with the 
designs, we figured current cars would just look too old 
in the year 2030. Thus, we decided to go for cars that 
were 5 to 10 years ahead of our time, so I was particularly 
conscious of current concept cars and designs just shy of 
that stage. I believe you’ll be able to tell if you look at the 
animation, but even with the modern looking cars, there's 
always some kind of near-futuristic part on them. And there 
are also car navigation type systems on the interior based 
on directions I received from the very start. There were 
other times when I would receive direct instructions from the 
director, like, “Make this car from the original manga more of 
a sedan type.” It’s actually Mr. Kamiyama who really loves 
cars. I tend to just be satisfied with the outer trappings of 
cars, so even though I have a license, I probably drive once 
in a blue moon (laughs). 


A show that brilliantly melds 2D with 3D 

With cars, everything is fundamentally fine 
when they’re parked. But when it comes to movements, 
drawing things like cars going around bends and scenes 
where the perspective is constantly changing turns out to be 
quite a lot of work when done by hand. But for this project, 
the plan was to use 3D from the start. And I thought that 
was nice because it would save objects from losing their 
shapes. 

The workflow was that I would do the basic line 
drawing, someone else would do the modeling, and then I 
would check it at the end again. There was once when I 
had to change a design because the car just couldn’t be 
modeled in 3D. There were also times when the modeling 
people would do a 3D image of a car in advance and 
request that I draw the interior. 

Retakes have become a lot less necessary 
compared to when we started. In fact, recently, if things turn 
out well, I tend to look at it and want to do more things to it. 
After all, even looking at the finished show, the 3D melds 
really well with the animation. I think that even the audience 
won’t be able to tell half the time if it’s 3D or 2D. 

When I first read the script, I got the impression 
that it was a show geared more towards adults. And in 
actually doing my work, I've treated it more like a video 
series than a TV series. Even looking at the animation, it's 
turned into a show with density and I think the story is also 
high quality. 


Tsuneki mainly handled the vehicles. He 
says that they generally have the feel of 

add near-futuristic parts to various places. 
He apparently even went to a JSDF 
ceremony for reference. Keep an eye out 
feel of these carefully crafted 
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Tanks / Airplanes / Cars 
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Superintendent-General's Car/ Korinkai Car 
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Med Students’ Car 





























Tachikoma + Small Articles 
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Hiroshi Kato 

Bom in 1965. Affiliated with Studio Bibou. He has 
worked on the background art for numerous shows, 
such as Cyborg 009, Neon Genesis Evangelion (TV 


Theatrical), Astro Boy, and Oh! My Goddess (OVA). 


Background art born out of respect for Masamune Shirow 


I’ve been a fan of Mr. Shirow since my student days, so 
when I heard about GitS:SAC from Mr. Takeda, I was like, 
“Please lemme do it,” (laughs). That's how I got involved. 
In my actual work, my reference is the Ghost in the Shell 
comics. Looking at them, I’d go, “Oh, I think I'll take a bit 
of that,” and think about using this flavor here or maybe 
taking away this flavor there... That's kind of how I went 
about drawing. The Masamune Shirow in my mind consists 
entirely of the depictions in the manga, because I’ve never 
met him in person. So, naturally, that’s what I look to for 
my foundation as well. I used to think there were a lot of 
images that had a mountain similar to Rokkosan in the 
distance and I had sensed that a familiarity of that region 
was ingrained in various images. So, when I heard the 
model was Kobe, I began to do Kobe-like urban designs 
straight away (laughs). 

The world of GitSiSAC projected based on the 
backbone 

In the manga, the cluttered feel and stuff are 
drawn very well in each scene, but when you're turning that 
into video imagery, you have to meticulously show all those 
details. I think by doing so, it brings out a lived-in feel that 
had been abbreviated in the manga. In some parts, I've 
restored concentrated expressions into a form that’s easier 
to understand, so as I was drawing, I thought some areas 
may not feel too cyberpunk. But the director said that just 
because the show is cyberpunk doesn’t mean the entire city 
is like that. For example, if you think of the townscape 25 
or 30 years from now, if you hear the historical and political 
flow that is the backbone of GitS, you can begin to see 
roughly what kind of place it’ll be. I think it would’ve been 


off the mark if I had been uncompromising and worked up a 
so-called megalopolis. 

Of course, I’m sure there will also be a 
couple of shockingly tall skyscrapers. But as for whether 
the scenery we see now will be completely different in just 
30 years, I think areas where people live don't change that 
much. Where you can see the difference will tend to be 
changes in things like the terminals and cars people use. 
Even with Niihama, if you take certain parts of it, I'm sure 
they’ll be super duper cyberpunk. But the parts that appear 
in the stories tend to be crime scenes and places where 
people live. Drawing those places, it seemed likely that 
what we would have wouldn’t be too different from what 
we see today. Since this is a detective drama, there will 
naturally be "those kinds of places," the unsavory types of 
places you find if you step into alleyways. Though, there 
have been times when I’ve picked some spot where I tried 
a bit too hard, creating an oddly futuristic feel, and got 
scolded, “You went too far," (laughs). 

In terms of the total amount of background art 
needed for this project, they were able to be pretty thrifty, so 
that was a great help. But I have a habit of setting my own 
goal for each episode to do better with each episode, so that 
did sometimes give me moments of artist’s block (laughs). 
But I love GitS, so I enjoyed it. 



Two of Kato's fav 
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|Basic Design | 


Aramaki’s Office 


original comics. As a result, I did a 
rough design thinking maybe it’d be 





































Police Hospital 












































I think it’s a project we were able to work on in a very I.G way 


I work at I.G, but I've, in fact, not worked on many I.O- 
like projects. Even when this project came up, I heard it 
was being done by a core of young people, so I was just 
watching it out of the corner of my eye thinking, “Then I 
guess there's no work for me here. Man, it looks like a lot 
of hard work." But (Mitsuhisa) Ishikawa insisted that I be 
the animation director for the first episode... And I had only 
planned on working on the one episode, but before I knew 
it, I’d been included in the rotation (laughs). 

GitS is a franchise with a theatrical piece 
out in advance. So, my thoughts were to follow the young 
people’s lead and try not to drop the level of quality. But 
all the young people are working hard, I think, with their 
own goals in mind, whether that’s to match or possibly even 
surpass the quality of the theatrical film. 

I also personally hope that they'll keep moving 
forward more and more. But even so, it’s not like the young 
people can do absolutely everything. So, I just think that 
I’d like to be of some support to them. The project has the 
young people all out in the front, but it’s being done with all 
of I.G behind them. In some sense, perhaps this is a very 
I.G-like way of working, which is the way it's always been 
done here. 

The task is to maintain the quality 

So, what with the animation director work on 
GitS being rather suddenly thrust upon me, I hadn’t really 
had much in the way of detailed preliminary discussions. 
But having been at I.G, I naturally knew about GitS, I 
understood the feel of the world, and I could understand 
the stories from reading the scripts as well. The only thing 


is that a lot of terms show up that I don’t understand, and it 
was like, “What’s a prosthetic?” So, I tend to skip over those 
parts. I’m sure I'd understand better if I studied up on it, but 
I just have no inclination for studying (laughs). My stance 
is pretty much to ask if there’s anything I don't understand. 
That's my usual way of doing things and beyond that, I just 

As an animation director, the movement of the 
art and the performance methods are the same as usual. 
All that was left was to create my style of images using 
Shimomura’s characters and be careful not to wreck the feel 
of the GitS World. 

And with GitS.SAC, we spent nearly three 
times as much time on it compared to normal TV series. 
Or rather, we were just determined "to make something 
good," so that's how much time it took us to do that. That 
determination and enthusiasm was something I really felt, 
and when I was first asked to be the animation director, I 
couldn't help but ask, “Are you sure you want me for this?" 
But having accepted the job, I worked on it, keeping in mind 
to maintain the quality so as not to let them down. I also 
used all time I was given and I think we were able to do 
things that used to be compromised on in the past due to 
lack of time. Everyone’s hard work really shows and even 
looking at the show as an audience, I think the scripts have 
been worked in really well overall and the images are done 
solidly as well. 
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Art Director 

PROFILE_ 

Yusuke Takeda 

Bom in 1968. After working for Design Office Mechaman, he 
went freelance. Currently affiliated with Studio Bihou. He is 
associated with numerous projects, such as Fighter Fairy 
Yukikaze (backgrounds) and Cyborg 009 (art director). 


With Episode 2, I was able to get over the GitS:SAC in my mind 


In July of 2001, the work of the art department began with 
the location hunting research trip to Kobe. The reason we 
chose Kobe is because when we were trying to decide 
where to set Niihama City, we had in mind a city where the 
future and the present coexist. With Kobe being strongly 
reflected in the original comics and also where Mr. Shirow 
lives, we settled on Kobe. Episode 2 is where the material 
from our research shows up a lot. Like all the scenes where 
the runaway tank is headed into town are practically straight 
from that material. Since the show is set in the future, I 
initially thought we were going to emphasize the futuristic 
feel, but the director told me otherwise. He told me it was to 
be set in a world that would be an extension of the present. 
When I thought of what GitS was in my mind, it still came 
back to being based in the theatrical film. To find how GitS: 
SAC was different from the film, I read scripts, went out to 
do research, and looked at the first one or two storyboards, 
adjusting my mentality. It's not wildly futuristic, but in fact 
more similar to the present. Places like Odaiba exist next 
to residential areas on a scale about 5 times greater, and 
there are still mountains and rice patties in the background. 
After all, you see rice patties in Episode 2 already (laughs). 
I think that’s when I got over it. In other words, we wanted 
people to see the images and go, “This is Gits'? 1 " It was 
good that we did an episode towards the beginning that 
established the world of GitS:SAC like that. 

The dedication shown in GitS:SAC as the art director 

When drawing interiors, I’d imagine that the 
material was probably fake even though a surface may 
be lacquered or have wood grain. I'd think that it was 
more significant for those textures to be soothing for the 


characters in GitS:SAC, regardless whether it was authentic 
or not. In which case, I imagined they would hide the metal 
surfaces underneath. So, when there are things that look 
like that, I would draw them as fake. Though, it’s all the 
same once it’s drawn (laughs). Also, with a normal TV 
series, you make color patterns for day, evening, and night, 
and it’s common to draw based on those throughout the 
series, but with GitS:SAC , we’ve actually changed those 
things depending on the episode. For example, in terms of 
the sky, we tried to show big summer clouds in blue skies in 
Episodes 2 and 13, while in Episode 3, we didn't want the 
sky to look too healthy, so we used grayish skies throughout 
the episode. 

For this project, we've been drawing the 
backgrounds with pretty much the same set of staff 
members for all the episodes, and we were particularly 
careful about the depth and weight of the colors. Because 
it is a detective show and there are a lot of dark scenes, we 
thought it might be boring if it didn't have some realism to 
it. So, in terms of things like depth in dark places, I asked 
my people to make things visible one step farther or to draw 
one more layer of details than usual. GitS:SAC has a lot of 
detailed everyday life depictions and long still shots, so if we 
don’t do those things properly, the art can’t hold its own. 

The director and I had spoken about how 
we just wanted to make sure we could do what we did in 
Episode 1 in the final episode as well. And on top of that, 
we had set the overall quality level high, so maintaining that 
was difficult. More than anything, holding on to that psyched 
feeling was tough. 


of every episode, from the details drawn into 
dark scenes to skies that are not just basic 

depending on the situation, but it is all hand 
drawn to begin with. Takeda says, “I can't 









I Sound Director 


Kazuhiro Wakabayashi 


Bom in 1964. Learns sound directing from Shigeharu 
Shiba at Omnibus Promotions. Currently represents 
KiKi. Among his many major works are Ghost in the 
Shell, Princess Mononoke, and Jin-Roh. 


The struggle was in casting specifically for the TV series 


How I got offered the project? I was summoned by Mr. 
Ishikawa to a fast food place in front of the train station 
and just told, “Please do it," (laughs). At that stage, they 
only had rough plots, but when I first read Episode 1, my 
honest thought was that it wasn’t very catchy, or rather that 
it was a serious show. Well, in the end, it became more 
and more interesting as the episodes went by, so I think it 
was very good. 

The first thing Mr. Kamiyama and I spoke about 
was pretty much all casting. He had talked to me about 
wanting to change the casting for Motoko and Aramaki. This 
was because he wanted to depict an enthusiastic, younger 
Aramaki and a younger Motoko, from when Public Security 
Section 9 had just been formed, to eventually become the 
woman in the theatrical film. We even did auditions for 
Motoko, but there was no one who fit her perfectly, so we 
settled on Ms. Tanaka anyway. With Togusa and Batou, 

I had no intention of changing them whatsoever. For the 
Tachikomas, I knew from the start that they were going to 
begin to show more idiosyncrasies later on, so I figured we'd 
need someone who was pretty good. So, I recommended 
Ms. Tamagawa and just pushed it past everyone (laughs). 

That’s how the regular cast was settled 
on. When it came to recording, I had some more trouble 
explaining things to the people playing the guest characters. 
Things like, “What is a cyberbrain conversation?” “Where 
are the lip flaps?" and, “Who is this?” I'd have to spend 
over 10 minutes explaining those kinds of things. The 
regular cast members also helped me explain. In the end, 
we had everyone performing with a full understanding of 
everything, but it was certainly a chore, what with all the 
police terminology on top of the various unique words. 


Beyond that, just checking it and making sure 
things are consistent across the episodes was a lot of work 
because there's so much dialogue. In order to use the in- 
studio time effectively, I check all the dialogue ahead of time 
and send any corrections to the cast members in advance. 
Well, there were all sorts of troublesome issues, but I'm 
really grateful that all the cast members were so good. 

Everyday realism and anime-like fake sounds 

This goes for movies as well, but recent works 
of video tends to be too realistic. Because CG and visual 
techniques are becoming advanced, the more futuristic 
and more sci-fi it is, the more certain parts look fake, which 
makes it harder to relate to on an emotional level. So, for 
GitS, we decided to make it like anime of the past and we 
have realistic, everyday kinds of sounds mixed in with fake 
sounds. You hear sounds when the cyberbrain interface 
opens up or when displays come up on a computer screen, 
even though they don’t make sounds like that in real life. 

As for the 5.1 ch, this was a first for me with a 
TV series. But since the listening environment is different, if 
isn't done in such detail as it would be for a theatrical piece. 
But for important scenes and highlights, I’ve made it 5.1ch 
or included music to make the scenes effective. I’ve tried to 
give some heft to each episode, so people won't get tired of 
it. Just so people don’t say the first and last episodes were 
interesting, but that the rest were boring (laughs). 


He says he had quite a bit of trouble casting 
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GitS Gadgets & Cyberbrain Stapa Sclerosis Compilation 


Stapa Saito Critiques “Stand Alone Complex”!! 
These are the cybergear and gadgets that I want!! 


In sci-fi shows, the machines and technologies that appear are the 
super important supporting players! I want those things to be shown 
with solid, solid details! I’m watching!! 



* Blade Runner (’82) is the film 
adaptation of Philip K. Dick’s 
cyberpunk novel Do Androids 
Dream of Electric Sheep? 
Both the original novel and 
the film would go on to have a 
colossally great influence on 
the sci-fi scene. If we compare 
it to the world in present day 
works like Ghost in the Shell: 
Stand Alone Complex, the 
digital level may seem low and 
the gadget level, or rather, the 
level of dead tech (technologies 
that are behind the times) 
may seem high, but it has a 
lot of elements that lead to 
prosthetics and cyberbrains. 
That aside, various cool 
devices and situations show up 
everywhere, and in particular, 
the hardware with a lingering 
analogue touch creates great 
atmosphere. It can also be 
oddly interesting to compare 
the sentiments of Ghost in the 
Shell: Stand Alone Complex's 
Major and Blade Runner’s 
Rachel. So, if you haven't seen 
it already, it’s a must-see. 

Photo provided by Kawakita 
Memorial Film Institute 


I’ve been waiting for this, Ghost in the Shell: Stand 
Alone Complex. A sci-fi anime with these kinds of 
depictions is what I wanted to see!! 



In the moment that I, Stapa Saito, first saw Ghost 
in the Shell: Stand Alone Complex, I felt this jolt of heat 
and my enthusiasm flare up... Oh, by the way, I’m a PC- 
geek, who loves cyberpunk movies and anime, but anyway, 

I keenly feel that I’ve encountered a “Somebody’s been 
reading my mind”-ish show for the first time in a long time. 

And that’s because, to bluntly give it to you 
straight, maybe they overemphasize the story in most of 
the sci-fi movies and anime so far, but omitted the intensely 
cool, great, and jolly good technological aspect. 

For example, there’s the groundbreaking, 
landmark-esque cyberpunk movie Blade Runner. In that 
movie, a fantastic amount of sexy devices and fun looking 
technologies appear on live action footage. The machine 
that lets you freely and thoroughly view photographs by 
just giving it vocal instructions, the device that observes the 
eyeball of an android called a replicant, the flying police cars 
known as spinners, etc. 

Being a computer geek and hardware lover, be 
there many or few, having such devices appear makes me 
burn with enthusiasm and passion. However!! Within the 
film, almost nothing is explained about how these various 
sexy devices work or what kind of status (Are they special or 
normal? Expensive or cheap? Etc.) they have in the world. 

Basically, it’s unsatisfactory that the technologies 
and devices of this world are simply treated as props. The 
way I look at it, I’m like, “Gimme more explanations!!” “Show 
me more of that machine that magnifies photos!!” “Wait, is 
that photo 3D or 2D? Tell me!!” 

This kind of thing also holds true for many sci-fi 
type anime. For example, Akira. Speaking honestly to my 
desires, I want them to portray more about the functionality 
and performance of Kaneda’s bike, and show me more 
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specifics in the scene where the satellite weapon, SOL, that 
targets Tetsuo, is being controlled from the ground. This 
goes for Patlabor movies, too. In the first one, where they're 
trying to solve the mystery behind a cyber crime, there’s 
a scene where they’re analyzing the giant structure out at 
sea called the Ark, and I want to know more details about 
the functionality and performance of the PC and the other 
equipment lying around Mr. Shige’s room. In the second 
one, where the detective sneaks into the facility in Fussa, 
Tokyo, I’d personally like to see him boot up the computer, 
use it, and see the interface and software functioning, rather 
than just see him steal an optical disc!! I want to see far, far 
more details!! 

No, of course, even without drawing such minute 
details, Blade Runner and Akira and the Patlabor movies 
are superexcellent films that are plenty enjoyable. And I’m 
sure there are circumstances where depicting those details 
on the technologies and gadgets might take away from 
the film’s pacing, or put them over their allotted runtime, or 
exceed their budget. But!! Still!! I can’t help but think, and 
think, and totally think that details are extremely important!! 

I think there are certain elements that should have 
more screen time depending on the story. If the portrayal 
of emotions is done meticulously in a romantic piece, I 
think you can feel more real empathy. In a film like that, a 
perspective asking what model the girl’s cell phone is would 
be needless, or rather, it's often the case that small props 
and knickknacks don’t matter at all. 

In the case of sci-fi films, particularly ones 
where technologies and gadgets support the actions of 
the protagonists, the way I see it, the technological aspect 
and mechanical devices are essential and important 
elements. Those elements can even be called super 
important supporting players. And by depicting them in a 
more detailed and precise manner, we should be able to 
experience the film on an even deeper, more realistic level. 

For example, if a beam of light suddenly comes 
out of the hero’s eyes and defeats the enemy, I don't really 
get it. If they say the hero is a robot and he’s got really 
awesome devices in his eyes, then I can understand, but 
it lacks realism and sounds sketchy. If they explain the 
workings of the real awesome devices and even get around 
to letting me know their functionality and value, I could go, 
"I see, so this is a story about a world that has that kind of 
technology, in which case, the stuff that jetted out of his 
nose is also..." And I could realistically infer what the world is 
like. Though, a sci-fi film with stuff jetting out of someone's 
nose would be nasty. Setting that thought aside, I want to 
totally and fully enjoy as realistic and impressive a sci-fi film 
as I can, I greatly desire those sorts of detailed depictions. 

I feel that Ghost in the Shell: Stand Alone 
Complex is one such show that smartly depicts the details 
of the technologies and devices. From a scene that clearly 
depicts the technologies and devices, boom, I can begin to 
see the world of the story = it’s a show where, in a sense, 
it's possible that just a hint of something gives you the 
whole story. But it’s also not a lopsided show that looks at 
a tree and neglects to look at the forest!! This has got to be 
it!! This is the cyberpunk, sci-fi, high-tech anime that I’ve 
wanted to see!! 



human powers, sort of like psychic 
powers, rather than technologies and 
gadgets, it has an awesomeness 
in common with Ghost in the Shell: 
Stand Alone Complex in terms of 
portraying a near-future with realism. 
The bike that the hero, youth Kaneda, 
rides is extremely cool and I’d love 
for Honda or Kawasaki or Yamaha or 
Suzuki or Sukiyaki to release it as a 
real vehicle, but other than its shape, 
there aren't very many detailed specs 
given regarding the bike in the film. 

© 1988 Mushroom / Akira Production 
Committee 



* I’ve also totally mega-watched the 
anime Patlabor Movie (’89). And 
I thought, wow, it’s a labor! How 
cool! If only Japan’s police would 
adopt the use of robots like this 
soon, things would become so much 
more cyberpunk around here! It 
uses relatively detailed depictions of 
technologies and gadgets, but it’s still 
somewhat lacking for my tastes. 

© Headgear / Emotion / TFC 



AKIRA 

DVD SPECIAL 

EDITION 

10,290 yen (tax 

included) 

Seller/ 

Distributor: 

Bandai Visual 


10,290 yen (tax 
included) 

Seller: Bandai 
Visual, Tohoku 
Shinsha 

Distributor: 
Bandai Visual 


but a renewal 
version DVD is 
scheduled to be 
released soon. 
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* Batou uses his own personal 
Tachikoma. But inside, 
it's the same as the other 
Tachikomas... or it should be, 
but (because it’s had natural 
oil used on it) it is subtly 
different from the others. Is 
it an idiosyncrasy born of a 
discrepancy in its parts?! But 
even without thinking too 
deeply about it, the obedient, 
clever, innocent Tachikomas 
are incredibly cute!! I want 
one!! 

(OA.08 “The Privileged”) 



* The lady model operator android, 
which appears not to have an Al 
as advanced as the Tachikomas. 
But it’s an android that gives tit for 
tat and becomes perplexed when 
the Tachikomas talk to it, rather 
than saying something like, “I am 
prohibited from taking any actions 
other than those I have been 
instructed to take." Looking at it 
from the point of view of present 
day reality, it seems they have 
tremendously advanced artificial 
intelligence... Then maybe they can 
be educated, too?! 

(OA.15 “The Time of the Machines") 



* Geisha androids. It is unknown 
what functionality (actions and 
thoughts) they have, but we might 
imagine that they naturally entertain 
the guests, playing and amusing 
their guests, and showing coquettish 
behavior, like saying, “Oh, you 
meanie. I'll pinch you!” so they must 
be robots that seem pretty human to 
the guests = humans. Considering 
there are a bazillion robots like this in 
the GitS World, how are the human 
laborers in the sex trade faring?! 
(OA.OI “Public Security Section 9") 


If I were in the GitS World, I want a Tachikoma!! But I’d 
be too scared!! 


Just like the original manga, Ghost in the Shell: 
Stand Alone Complex (GitS from here on) has extremely 
meticulous depictions of weapons and is an overwhelming 
show for people who like that sort of thing. But frankly, 
I’m not too interested in that sort of thing. Or rather, since I 
don't have the knowledge, I don’t (can’t) enjoy it on a level 
much beyond, “Wow, what a powerful gun.” 

What I can intensely enjoy are, above all else, the 
high-tech technologies and devices that appear in droves 
in the world of GitS. All of it, from the very big to the very 
small, is of great interest to me. 

This is an impossible situation, like the grade 
school premise, “What would you buy if you had one 
hundred million yen?” But if I were to appear immediately, 
right now, this very instant in the GitS World, I would go 
buy a Tachikoma. I would yell, “Hey, there! I’d like a 
Tachikoma! Of course, in the manly 60-installment payment 
plan with larger payments on bonus months!!” Ana right 
after I yell that, I’d be told, “Huh?! Do you know that’s only 
for the police? I can’t sell it to the general public and I 
don’t have it in stock anyway... But as for how to get one, 
whisper, whisper.” Since rve already watched the DVD 
and know the existence and work of Aramaki and his Public 
Security Section 9, which show zero tolerance for crime, 

I would be too afraid to be investigated and arrested to 
actually resort to committing any crime(see translation note 3). 

No, even if I were to resort to committing a 
crime, the Tachikomas are an outstanding product used by 
Public Security and they’re super cute, but inside, they’re 
weapons!! With that mobility and performance, one would 
cost in the hundreds of millions of yen range. And not just 
a billion or two billion, it’d probably go ten, twenty billion 
easy!! The cute Tachikomas would be too expensive for the 
masses!! 

In which case, what would I do? I would go 
buy one of those same-face lady robots loaded with Al 
that Public Security Section 9 uses!! They were using 
similar ones at hotels, too, so they should be available for 
purchase!! 

But you see, ladies and gentlemen!! My ambition!! 
Is not to try swapping heads with a geisha android, or going 
on a runaway trip with a Jeri, or fight a Pioneer. It’s not 
anything so vulgar, really, it’s not, ladles and gentlemen!! 

Please take a look at the lady models that gather 
information and converse with the Tachikomas at Public 
Security Section 9. Please take a look at the maid robots 
that work in hotels. They are human shaped computers, but 
in spite of being computers, they’re capable of dealing with 
humans in an extremely interactive and intelligent manner - 
basically, they can have intellectual conversations and act 
in response to people’s actions. In other words, they could 
be called “PCs that do things for you when they deem it to 
be for the best!!” No, that’s what I want to call them!! Even 
if the original author might tell me, “No, you’re wrong,” I 
want to peg them as Al-functionality enabled human shaped 
PCs!! 

Basically, I want an Al! Artificial intelligence! 
Intellect! I want an Al that doesn’t need love (ai)ff Just 
kidding (see translation note 4). 

That aside, I would purchase that android, 
thoroughly train that Al, raise it, polish it up, and above all 
else, teach it to write articles. 
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Getting it to write articles containing new ideas, 
in other words, getting it to attain a humanlike creativity (<= 
Maybe humans do not come up with new ideas either, but 
just randomly combine and edit memories?!) may not be 
possible, but that’s, you know, a piece of cake! Quantity 
over quality!! Even with articles that pay 500 yen per page, 
consider writing 100,000 pages! Man, that’s 50,000,000 
yen!! A million pages and it’s 500 million yen!! A maid robot 
will be (should be) smiling even if she’s made to write 24 
hours a day, 365 days a year. And if I just make her work 
24 hours a day, 365 days a year for years and years, I only 
have to sit back and let the money come pouring in!! 

...It's a bit like being a gigolo (a man who lets 
a woman work and earn the money), but if I do this, after 
purchasing the android, I only have to put a little effort (<= 
that’d be educating the android) into it for a while!! I could 
buy any and all high-tech gadgets in the GitS World, like the 
cyberbrain interface that hangs around the neck that Togusa 
uses or the display as big as a window at the Major's 
retreat... But then!! Even getting prosthetics of the class 
that the Major has wouldn’t be a dream anymore!! This is 
it!! This is how I’d have to do it!! So, the first thing I have 
to do is spend my entire fortune on purchasing as smart an 
android as I can find!! 

Oh. 

...I just realized, if an android can work in my 
place, I'll no longer be needed?! That’s right, I, Stapa Saito, 
am a useless human!! The android could write the same 
kind of composition at a super high speed in mass quantities 
at mega-cheap prices, and to top it off, the verrry cute maid 
type android would be more popular!! I’d have to close my 
eyes and ears, shut my mouth, and live a life of poverty in 
the GitS World (sad)!! 

However, there are many laborers who do routine 
work in the GitS World. But there are also "Al that grow" 
such as the Tachikomas, that make roundabout demands 
like when one says, “Urn, Major... From what I’ve heard, 
when somebody house sits, that entitles them to a souvenir 
from the people who go out on trips, right?” And who also 
even show "joy" at the response, “If you want stories about 
trips, I’ll tell you so many you’ll never want to hear another.” 

Perhaps the maid models that serve champagne 
in hotels and the lady models that become troubled and 
perplexed by the paradox trap the Tachikomas pose have 
the functionalities of their Al limited for exactly those societal 
reasons. Maybe they’re like "Terminators wearing sheep 
skins," equipped with safety devices so they can’t take a 
dominant place over humans?! Maybe so, maybe so. 

The maid androids in GitS OA.14, “Full-Auto 
Capitalism :: ¥€$,” attacked intruders. They must be 
androids modified or something to shoot any intruders to 
death. But they greeted the Tachikoma, and above all else, 
dealt with intruders extremely swiftly. So, they seem sort of 
dicey. 

Their cuteness and coolness on top of their sexy 
functionality is more than I can bear! I’m not trying to be like 
Batou, but it makes me want to dote on those Tachikomas, 
too! But weapons like that with Al. Thinking for themselves. 
Growing. Are they cute little subordinates or cute little 
monsters? What will the true identity of the Tachikomas... 
grow into? 



* After being asked for a souvenir, 
the Major says, “They’re asking 
for souvenirs now?” which is a 
line indicative of the Tachikomas’ 
intellectual growth. A weapon 
growing!! Awesome!! Immediately 
after thinking that, I recalled 
a common pattern in old sci-fi 
films where the robots rise up in 
rebellion against the humans. The 
Tachikomas seem like they don't 
attack unless they’ve been given 
permission, but will they still be 
obedient little Tachikomas even after 
their Al have grown? 

(OA.03 "A Modest Rebellion") 



* These maid robots do not 
have as advanced Al when it 
comes to safety, but I think I 
just may feel more at ease with 
them. They seem so obedient 
that if you told one, “Dig a 
hole!!” they'd probably dig 
through to the magma and melt. 
If a robot grows on its own, 
maybe they tend to grow in a 
direction that’s inconvenient for 
the owner more often than not?! 
(OA.14 “Full-Auto Capitalism") 



Tachikoma’s saying, “I wanna fight!” 
or something like that!! On top of 
that, when the enemy fires an anti¬ 
tank missile, he runs straight into the 
chopper!! And this is when he's got 
someone riding in his pod!! “I wanna 
fight even if people die’’... I believe 
they’re made so they don't say 
something like that, but hmm, looking 
at this scene, the Tachikomas seem 
subtly dicey. 

(OA.13 “Does Not Equal Terrorist”) 
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* If you become cyberized, 
you can do things like this!! 
Secret conversations via 
directly connected cables 
between cyberbrains!! I’ll bet 
the conversation is conducted 
at super high speeds, and it'll 
be precise and accurate to 
boot!! The Tachikomas are 
quite right in panning vocal 
communication. I want to 
experience an era like this!! 
(OA.OI “Public Security Section 
9”) 



style!! Being capable of connecting 
wirelessly to the Net (Public Security 
Section 9 specs?!), the Major 
can connect to the Net without 
any terminals like cell phones or 
PCs. And she can connect her 
brain directly at that!! It seems the 
general public can’t connect their 
cyberbrains to the Net without some 
kind of terminal like a cell phone or a 
subnotebook, but it’s still incredibly 
sexy that you can connect to the Net 
with just a cell and your cyberbrain. 
(OA.03 “A Modest Rebellion”) 



* Here it is, organ thieves!! Well, 
I could care less about the med 
students, but the way they show 
that treatment at a hospital = getting 
prosthetics is a mainstream thing 
makes the world of GitS feel real. 
And considering how the med 
students steal organs “to sell them 
at mega-cheap prices to people who 
can't afford prosthetics,” prosthetics 
must be thought of as the better form 
of treatment. 

(OA.08 “The Privileged”) 


The micromachine technology of the GitS era is the 
greatest!! Prosthetics are the greatest!! I want to use 
them soon, too!! 


The hardware essential to the world of GitS... Or 
rather, the technologies that are the foundation of GitS are 
that of cyberbrains and prosthetics. 

The near-futuristic brain that allows you to 
exchange information through an electronic network 
with external devices or other people is the cyberbrain. 
Prosthetics is the general term for artificial organs that can 
be controlled by the cyberbrain. That about describes it. 
Through these technologies and devices, you can directly 
convey your thoughts to others via a wireless or wired 
network, or have their thoughts conveyed to you. If you 
directly connect your cyberbrain to various devices, you 
can even manipulate those devices without pushing buttons 
or pulling levers. Mmm, what a wonderful world!! I want 
to experience it!! I want to become cyberized!! I’d love to 
live long enough to see the GitS World become reality and 
become a cyborg. 

As the super important technology that makes 
cyberbrains and prosthetics possible, machines called 
“micromachines” are depicted in the world of GitS. Just 
as the name indicates, they are super-mega-miniaturized 
machines on the micro order, and they can’t be seen by the 
naked eye, nor can human hands make them. They’re on 
the order of cells. It’s a technology that originated from the 
medical field, and is in fact being seriously researched and 
developed in the present day as technology that will lead to 
cures and development of even smaller, denser electronic 
devices. And some micromachine technology is actually 
beginning to be used in various fields. 

That aside, the micromachines in the GitS World 
are just awesome, my man!! They’re so super advanced, 
you can’t believe it’s around the year 2030, my man!! After 
all!! Micromachines can form human nerves!! 

For example, you know the cyberbrain connection 
to the outside that the Major has at the nape of her neck? 
The GitS World's micromachine network technology is 
used for that. The cyberbrain is linked to the contact point 
at the back of the neck by something that includes artificial 
nerves made possible by micromachines. It’s also the 
micromachine network technology that links the cyberbrain 
and the spinal column to the various prosthetic parts!! 

When I imagine a world that actually uses that 
kind of technology, the first thing I begin to see is that all 
sorts of nerve-related illnesses and symptoms can be cured 
= a world where there is no sorrow due to such diseases. 
For example, even people who are paralyzed from the waist 
down due to spinal cord injuries will be able to stand and 
walk with micromachine technology!! People with lower 
back pain could sprint with all their might!! I’m sure even 
people with migraines can kiss their pain goodbye!! Even 
facial neuralgia symptoms could be cured completely!! 

And then there are the prosthetics. Saito’s super 
telephoto, highly precise prosthetic eye, the Flawkeye. 
Artificial skin that possesses many times the normal 
sensitivity of skin that the Major was supposed to get. And 
Batou’s prosthetics that gives you awesome power. All 
sorts of prosthetics and devices exist in the GitS World to 
give you superhuman abilities. It is a world where you can 
freely upgrade various parts of your body and this is just the 
greatest!! 
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I can transform into the ideal me with prosthetics!! If I go all¬ 
prosthetics, would I be immortal, forever young and long-lived? 

- > 

If I were to be asked, “If you lived in a world 
where you could be cyberized and prostheticized, what 
would you do?” I would first get cyberized, of course!! If I 
got cyberized, I could totally utilize computers and networks 
efficiently, at even higher speeds, and with ease, so it’s 
gotta be to get cyberized!! After that, I’d get prosthetics!! 
A Bob Sapp-type full body prosthetic!! Or possibly a Brad 
Pitt-type!! Or I could try living as a woman with the shapely 
body of a female full body prosthetic... No, wait, you’ve got 
to stress originality, after all. Just like when you put a PC 
together yourself, I’d put the parts that I think are the best 
together. And I’d end up with an aficionado’s prosthetic 
body that’s a bit different than those available commercially. 
That’s how I feel!! 

Becoming cyberized and getting prosthetics come 
with risks, like Ghost Hacks (they overwrite your memory 
and stuff, wouldn’t you hate that?!), contracting Cyberbrain 
Sclerosis (in a way, people who go crazy while immersed in 
the cyberbrain world may actually be happy?!), and getting 
your brain fried by an attack barrier (I’d hate this most of 
all!!). But I’m sure I’d acquire abilities and functionalities 
that I could never attain with a flesh-and-blood body. And 
if my body is composed of artificial organs that only require 
maintenance, my worries about cavities, stiff shoulders, 
lower back pain, ulcers, cancer and various other diseases 
would be dramatically reduced, if not eliminated all together. 

Then, of course, I’d do it!! Getting cyberized 
would be supreme!! And naturally, full body prosthetics!! 
But as I fantasize wildly, there’s always one question that 
pops up at the end of those fantasies. And that is, “If I 
become cyberized and get full body prosthetics, would I 
become immortal, forever young and long-living?” I wouldn't 
die?! I could live forever with maintenance?! 

Ms. Motoko Kusanagi is already living with a full 
body prosthetic, and considering her comment, “I need high- 
level maintenance,” it seems that if you get prosthetics, even 
if it isn’t a full body prosthetic, you need to go regularly, not 
to a hospital for outpatient care, but to a lab for maintenance, 
which also costs money. And as the immortal Tachikomas 
say, “Mr. Batou can die. I believe the Tachikomas’ opinion 
goes something like, “If Mr. Batou were to be shot in the 
brain, he’d die, right? We get synchronized, but unlike us, 
his life would be over right then, wouldn’t he?” But aside 
from deaths caused by such situations, if the brain, which is 
the core of all thoughts, decisions, memories, etc., remains 
in a functional state, is it possible that humans could live, 
not 70-80 years, but maybe like 4096 years or 16,777,216 
years?! 

In GitS OA.02 “Runaway Evidence :: Testation,” 
there is a man named Takeshi Kago, who passes away 
at a young age because he was not allowed to become 
cyberized and get prosthetics due to religious reasons. 
This person ended up dying once, but he comes back to 
life by having his brain connected to the multiped tank that 
he himself had designed!! It is difficult to say if this means 
his brain was resurrected, but that multiped tank seemed 
to be acting with a will of its own. And it was trying to do 
something to his parents. The Major also says something 
about, “It was just for a split second, but I felt...” and she 
sensed something that appeared to be Takeshi Kago’s will. 

... Hmm, so are you immortal, after all, if you just have your brain?! 



* The Major uses a prosthetic 
that has an extremely nicely 
proportioned and sexy outward 
appearance, but this (the 
external appearance) is not 
special and is said to be a 
“popular prosthetic among 
the public.” Even in this era 
when bodies can be freely 
customized, it seems people 
are still hung up on outward 
appearances. It seems there 
are certain forms that the brain 
instinctively responds to, or 
seeks out, or rejects. 

(OA.05 “The Copycats Chant") 



* Here's the Jameson-type cyborg 
CEO, who roughly seems unrelated 
to any physical diseases. You 
could say this is the typical “brain- 
only human.” We can also see the 
trend towards using prosthetics to 
express oneself. Tattoos are more 
like personal expression rather than 
physical alterations. In the GitS 
World, it seems likely that prosthetics 
are treated in a similar way to tattoos 
and piercings. Sort of like, I’m 
expressing the person that’s me with 
this prosthetic!! 

(OA.08 “The Privileged”) 



the vision data of 
onto discs and 
an era where 
cameras!! I 

cyberbrain and print 
prints?! Or actually, 
an era where printing is even 
necessary than it is now. Maybe 
paper media for the non-cyberized 
people?! But at Public Security 
Section 9, we see quite a bit of 
paper documents and paper photos. 
The mystery of the GitS World only 
deepens further. 

(OA.IO “A Perfect Day for a Jungle 
Cruise”) 
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e lowest percentage 

numDer one at Public Security 
Section 9, and thus, his abilities 
in marksmanship is less than the 
others. So, after messing up in a 
shootout, he goes off to diligently 
practice his marksmanship. The 
Major even recommends that 
Togusa get prosthetics, but he 
does not. I see. As someone living 
in the present, I think it would be 
better for police officers in that era 
to be prostheticized, but knowing 
the pleasures of the present, I can 
also understand the good side of 
having a flesh-and-blood body = 
the exhilaration of improving your 
body with training. So, I sort of 
understand how Togusa feels... 



* The prosthetic eye of the Minister 
of Foreign Affairs in Ghost in the 
Shell: Stand Alone Complex OA.OI. 
The fact that he scans barcode script 
with his prosthetic eye is neat, but 
even neater is we get to see that he’s 
using a prosthetic eye manufactured 
by Carl Zeiss. One would think that 
even in the future, Japan is likely an 
advanced nation in optical devices 
and a global power in prosthetics 
manufacturing. But considering a 
Minister of such a Japan is using a 
prosthetic eye made by a German 
company, could it be because 
he's rich? Or maybe there’s some 
diplomatic reason behind it? I tend 
to think the true thrill of sci-fi pieces 
lies in such minute details that allow 
ie to imagine those kinds of things. 



* The movie, Demolition Man. It tells 
a story of a modern police officer 
appearing in the future and defeating 
the villains of the future. As a sort of 
digression, there is a scene where 
the present-day man and a woman 
of the future try to have virtual sex. 
The present-day man contests 
their practice as, “What’s fun about 
this? This is idiotic,” while the future 
woman refutes him logically, saying, 
"Doing it in that old-fashioned style 
is barbaric and carries great risks.” 
It's a portrayal that has a certain 
commonality with the gap between 
ir current world and the future that 


is GitS. 


The incredibly fascinating world and the boring seeming image of the 
future GitS is so harsh because you can begin to see both sides!! 


What I am about to confess here in the autumn of the 
year 2003 is, well, as the days go by, I lose my ability to write kanji 
characters. I can read them, but not write them. Maybe I should be 
ashamed as a writer. My math abilities are also plummeting. I’m an 
expert when it comes to calculating sales tax, but long division is... 
Huh? I’ve forgotten how to do math by hand. Maybe I should be 
ashamed as a digital writer. 

Why? When I think that, the answer is because I'm 
always using computers. With the PC, my knowledge of kanji 
characters has been elevated to the level of Haruhiko Kindaichi!! I 
can even write kanji characters that I’ve never written by hand in my 
entire life!! My calculating powers rapidly increase, too!! I can even 
get the answer to multiplication between 16-digit numbers in one 
shot!! Even calculating pi to the 1,677th digit is a piece of cake!! I 
have truly attained superhuman abilities!! ...Thanks to the PC, that is. 

You could view anything done with computers as not 
being a real ability. But if you use contact lenses, your vision 
improves, right? If you get your cavities treated, you can munch 
away at rice crackers, right? If you down that one drink that contains 
lOOOmg of taurine, the drowsiness goes away and you feel alert, 
right? It’s that kind of thinking we’re talking about. 

I feel like there isn’t much meaning to thinking about at 
what point does it stop being a person’s ability. For the majority of 
us modern humans, if we don't have body temperature regulating 
devices (are they devices?) that also serve a decorative function 
called clothes, in other words, if we’re buck naked, we would be cold 
and become sick, and our death rate would skyrocket. The same 
goes for houses. If a person could survive in the middle of winter, 
out in the field, naked, that’d be a miracle. Not only that, but without 
electricity, we can’t live our lives, and without machines like cars and 
railroads, logistics would grind to a halt. Without our lifelines, the 
modern man is easily done in. 

At the very least, there are no people in Japan who live 
solely using their own abilities. Whether a person uses a computer 
or some trick or whatever, if something was accomplished by that 
person’s will, I feel like it’s only practical to consider that the product 
of that person’s abilities... Wait? What was I talking about again?! 

By the way, just as I mentioned earlier, I’m a guy who 
can’t even properly write kanji characters or do calculations, but 
looking at myself from an outsider’s perspective, I realize that I’ve 
lost something. I’ve lost the small pleasures in life that I once had. 

I’ve learned to write a super hard kanji character!! I’m 
so happy!! I was able to solve a mega-complicated calculation real 
fast!! I might be awesome!! I used to feel that way, but now, I think, “I 
have a PC, so being able to do those things is pointless.” But at the 
same time, those small pleasures and sense of accomplishment that 
I used to feel have been rendered (by computers) worthless. 

This is a somewhat negative perspective, but lots 
of things similar to this are occurring even now. For example, 
the SETI@home project (a scientific experiment to search for 
extraterrestrial intelligent life forms on the order of mankind). Let's 
link everyone’s PCs together via the Internet and divide the analysis 
of data that would normally require a supercomputer to find out 
whether aliens really do exist!! It’s that kind of "greatest search for 
aliens in the history of mankind." 

I do hope that SETI@home gets some spectacular 
results. Of course, results like, "Found them!! We’ve discovered an 
intelligent life form!!" But at this point in time, they haven’t gotten any 
results like that. It looks likely that we’re the only intelligent life forms 
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in the solar system and we’ve looked even farther, but we haven't 
found any brainy-ish creatures at all!! And that is the current results 
we have in the fall of 2003. 

In other words, stories like, “There’s this planet called 
Mars next to Earth, and there’re squid like aliens called Martians 
there,” that grandpa would tell, much to the delight of his grandkids, 
can be completely disputed, seriously and severely. Just as the 
grandkids will learn as they grow that Santa Claus was actually Dad, 
and that Christmas is just a commercial event for non-Christians, 
we're gradually losing the joy and anticipation. 

If we suppose that this world will eventually become the 
world of GitS, as people get cyberbrains and prosthetics and become 
cyber, it’s conceivable that those "boring" aspects will crop up during 
that process. Just like my kanji characters and math. And like 
grandpa’s fantasy. 

If you get prosthetics, your physical functionalities 
enhanced, and you’ll become powerful and expert and beautiful. Just 
like with using computers, prosthetics will provide a great advantage 
over flesh-and-blood bodies. But feeling a sense of superiority for 
things like, “You want to arm-wrestle me? Your arm will break, so 
save yourself the trouble,’’ or, “How do you like my body? I’m like 
a supermodel, aren't I?” would only be possible when prosthetics 
aren’t common. Soon enough, people would be using desirable, 
high-performance, high-quality prosthetics, just like everyone else. 

It’ll be a situation where it’d be like, “Five years ago, this 
prosthetic was super expensive, but I guess it’s at a level where I 
could buy it now.” It just might be exactly like using a top-of-the-line 
computer from a couple years ago now?! 

And soon, it’ll be a world where you get prosthetics 
because you got hurt, you get prosthetics because it’s more 
advantageous than surgery, you get prosthetics as prevention, and 
you get prosthetics as soon as you're born. “You’ve never used a 
PC? Oh, come on. What? Urn, you’re... Japanese... aren’t you?!’’ 
I think an era where you’ll hear lines like that is just around the 
corner, but similarly, in the near future (?!), when prosthetics have 
become popularized, getting prosthetics may be so natural and 
normal, that people will say, “What? You’re not human if you’ve 
been prostheticized? What do you mean? I don’t understand what 
you’re saying.” It’ll be a world where prosthetics and cyberizing are 
a matter of course, a necessity of life. 

I’m sure there’ll be an abundance of fun and enjoyable 
things in that era, but I’ll bet that as the times change, that process 
will include the loss of lots of joys and pleasures of the present. 
Today's physical training and physical competitions will make no 
sense, and even learning might become pointless, too. I think 
circumstances like, “Behold my rock hard absM” and, “We won the 
futsal tournament,” and “I’ve got confidence in my memory,” will be 
rendered worthless due to them being meaningless and no fun at all. 
It’ll be like, “What’re you saying? Are you an idiot?” 

I’d love to get prosthetics and become cyberized!! That’s 
how I think, but if I’m going to suddenly enter the GitS World, I’d 
better go after I’ve erased all my memories of the present, or I have 
a feeling I’ll be in a wretched mental state because of my memories 
of the good old days of the modern era. 



* Perhaps because Batou knows 
the era from a short while ago when 
prosthetics and cyberizing weren't 
so common, or maybe just because 
he likes to, or possibly because his 
Ghost whispers to him, he buys 
muscle building tools and works hard 
at building himself up, even though 
he’s already got a macho prosthetic 
body. He also drives around in an 
old sports car. When a firearm used 
by a criminal goes out of commission 
due to harcf use, he’ll also say 
something like, “What a waste.” He 
has a sense of nostalgia, or should 
we say a mecha fetish, that Togusa 
can't comprehend, much less the 
Major. It seems that he has an old- 
fashioned set of needs. 

(OA.08 “The Privileged”) 



* The movie, Soylent Green. A 
story depicting the future. It is a 
somewhat dark view of the future, 
which has become an efficient world, 
but the disparity between the rich 
and the poor has also grown. In this 
world, food is now an artificial food 
product on a rationing system. The 
real vegetables and fruits and meats 
that everyone once ate have now 
become super high-class foods for 
the elite. The hero gets a chance to 
eat this “food stuff that he’d heard 
of but never actually eaten" and is 
shocked at how good it is. It’s a “the 
old days were good” kind of scene 
that’s common in dark sci-fi films, but 
as a modern person who tends to 
anticipate the darker aspects of the 
future world, it is a scene that I can 
totally see happening. 

Photo provided by Kawakita 
Memorial Film Institute 
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* The Major’s vision while she 
is in the middle of a cyber 
comm session at Public 
Security Section 9. It seems 
information, voices, and other 
data come directly into the brain 
“like seeing high-quality video.” 
During work, maybe there are 
times when she doesn’t want 
people coming in = not in the 
mood to transmit data, but 
people come in anyway and 
she feels bothered. But her job 
is public safety, after all. 

(OA.08 “The Privileged”) 


The GitS World’s communication infrastructure might be pretty 
ordinary. However, the interface for it is extremely intriguing 


In GitS, everyone uses the wide-area network (believed 
to be like the Internet we have today). On top of computers all over 
the world being connected to it, it is a place where even individual 
cyberbrains can connect to it via the Net. 

An express messenger running with letters => Sending 
messages by wire => Two-way vocal communication by phone => 
Sending and receiving text, sound, still images, and even video over 
the Internet. Considering this progression over the eras, I can see 
how the communication environment in GitS is an extension of our 
world. It makes me feel it’s a realistic communication infrastructure. 

In some ways, because it’s so realistic, it actually spoils 
the fun (too easy to imagine). Even in the GitS era, various aspects 
are still the same as our computers and networks, like how files 
are still the unit to store information and you still can’t access the 
location of the information (server) without IDs and passwords. It’s 
not particularly revolutionary or novel or shocking. 

In the movie 2010, there is a high-performance computer 
(Al) called HAL. And there is a line referring to HAL that goes 
something like, “HAL uses holographic memory, so sequential 
erasure should not be possible.” Holographic memory!! Cool!! 
Awesome!! And I can enjoy futuristic technology of that sort, but it 
seems there’s no technology as awe-inspiring as that used in the 
GitS communication infrastructure. 

But the human interface (the part a person directly 
controls) used to access the communication network is extremely 
intriguing. It’s already plenty intriguing in that you can connect 
a cyberbrain directly to the Net, but the fact they depict in detail 
how that connection is made makes it extremely, supremely, 
humongously intriguing. 

First, there’s the software interface - the displays and 
methods by which you handle data. For example, when Public 
Security Section 9 communicates with one another via cyberbrains. 
A round window appears in the Major’s vision, and various people's 
faces, like Aramaki and Batou, appear to give instructions or to touch 
base. The window is displayed in different ways depending on the 
Major’s current situation. Sometimes, it’s displayed to cover the 
Major’s entire vision, and at other times, it appears to the right or the 
left so as not to interfere with her view. There are also things like 
Net diving, where servers (computers that store and distribute data) 
appear like planets floating in space. And then there’s the chat in 
the GitS era, where not only do participants exchange text, audio, 
and video messages, but they can also appear at that site as a three 
dimensional figure with presence and visual representation. 

Of course, these things are anime-style expressions 
to make them accessible to the audience. In reality, the Public 
Security Section 9 people are all quiet, taciturn people, who only 
shout, “Police!! Get down!!’’ once in a while during missions for the 
benefit of the people who can't communicate via cyberbrain. But 
to make it easy for us viewers to understand, things are depicted in 
an exaggerated manner so we know “this is what’s going on inside 
their heads." The Net space and chat space are both depicted in an 
explanatory, exaggerated way for ease of understanding. 

But thanks to that kind of portrayal, we can immediately 
understand, “Oh, so this is what it feels like to be in the GitS World 
and this is the kind of atmosphere in which they use information.” 
And we get a sense for things like, “Public Security Section 9 
communicates wirelessly among themselves and the sound quality 
is really high!!” or “When you chat with your cyberbrain connected 


122 STOOD Clljfini camPUEH Official Uoq I 





CPOYT IP TPF YHFLL YTPPP pi PPF COfTiPLFX IYYIJF 


directly to the Net, the speed and the ambience and interactivity all 
become enhanced and it seems like so much fun!!” Thus, we can 
watch enviously and enjoy the concept of cyberbrains and the GitS 
World's communication infrastructure. 

I feel like I want to totally enjoy this world where you 
can efficiently exchange all that highly densely packed data, but 
the hardware interface is also quite intriguing. For the contact 
point to connect to the hindbrain, they picked an area that was 
closest to the brain, but doesn’t have hair and stuff growing, and 
is always exposed, but is the least conspicuous location in terms 
of appearance: the nape of the neck. For being able to move your 
head freely for the most part, connecting using a cable is pretty 
convenient, and while some dandruff might get in there if you aren't 
very hygienic, it seems like it might be a well thought out location. 
So, it’s a convincing setup. 

The communication terminal type device that’s made to 
go around the neck is multifunctional. At times, it’s used for wired 
confidential communication. At others times, they’re used as dummy 
barriers for risky situations where there’s a need to connect directly, 
cyberbrain-to-cyberbrain (it seems if there’s an attack barrier in the 
other person’s cyberbrain, your own brain can get fried). Hmm, if 
that were 100,000 yen, I’d buy it!! Or something. 

Furthermore, in addition to the multifunctionality and the 
location being good, it’s also nice that they draw all these individual 
devices with the prerequisite that they’re realistic. If it were an anime 
that wasn’t as meticulous about the software and hardware as GitS, 
it might be likely, for example, for them to only set up the premise 
that people can directly converse brain-to-brain and just get on with 
the story. Like the person whose head area lit up would have just 
thought, “Flmm?!” and then from nowhere, a voice from the heavens 
sort of thing would say, "Run! That’s the enemy!!” and right after 
that, it’d go boom or something and there’d be some flashy scene. 
And they’d just leave the images of directly conversing brain-to-brain 
and how it all works vague. I wrote this earlier as well, but GitS is 
admirable for having clearly and meticulously depicted those things. 

However, there are some questionable things that come 
up from time to time in the hardware interface that shows up in GitS. 
Sort of, “What? No way that can be right,” kinds of things. 

Something that I felt was out of place over and over and 
over again are the keyboards and the jog dial seen with what appear 
to be computer terminals. I believe it’s right that they should exist, 
but I find their size questionable. The keyboard is huge, and above 
all, each of the keys is huge!! Same with the jog dial. They look 
about the size of a music CD, so that’s totally huge!! In OA.06 “The 
Copycats Dance :: Meme,” the notebook PC that the fake Laughing 
Man is using has a near-futuristic looking keyboard on it and it was 
sort of cool... I thought, but it still looked like its size completely 
ignored the size of human hands. 

The hero of the anime Evangelion, Shinji Ikari, uses an 
audiocassette portal music player, but his friend, Kensuke Aida, 
uses a video camera that records onto a disc. Who the hell listens 
to music on tape in an era where the video’s on disc?! What is this, 
some sort of old style media anime?! That kind of incongruity can be 
glimpsed every so often in GitS as well, but hmm, it’s part amusing, 
but also partly disappointing. 



* These connectors certainly 
are located in a sensible, or 
rather, practical area. And 
for most normal people, they 
could grow their hair out a bit 
to keep them covered. ...The 
Major always seem to have 
the hair on the back of her 
head cut short, but I wonder if 
that’s because she uses the 
connectors a lot in her line of 
work, after all. 

(OA.05 “The Copycats Chant") 
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* These GitS era keyboard and jog 
dial seem too large, considering the 
size of the user’s hands and the 
width of their shoulders, and they 
look like they might cause a lot of 
stiff shoulders. Does it maybe mean 
that because the computers tend to 
be used through direct cyberbrain 
connections, the keyboards and 
jog dials are made pretty loosely 
(low cost), since they only need to 
technically be functional?! 

(OA.16 “The Heart's Blind Spot") 



* The notebook PC looking thing that 
the virus-sending-bastard was using 
in OA.06 “The Copycats Dance :: 
Meme." And here, too, the keys are 
huge. Maybe drawing detailed things 
like keyboards is hard as all hell in 
animation production?! 


ssono aborts campusn official uog t 123 







fTA/r/rr in tpf ypfi i ttppp plopf copiplfx iyyi/f 




* A gangster watching what is 
believed to be a pornographic 
video. Considering that he 
pulls a cable from the back of 
his head when Public Security 
Section 9 raids the place, 
maybe he was enjoying the 
video in a super real way, piped 
directly into his cyberbrain? Or 
so I think. 

(OA.05 “The Copycats Chant”) 


The stories of GitS are the secret activities of Public 
Security, but GitS World, you must have other secrets, too 

-> 

Cyberbrains, prosthetics, and the Net are at 
their zenith in this world of GitS, and the number of people 
wanting to get prosthetics and be cyberized is rapidly rising. 
You can customize your body in any way prosthetics allow 
(your money allows?!). Prosthetics can be seen being used 
for medical treatment, but there seem to be a lot of cosmetic 
uses of prosthetics to improve one’s looks as well. 

I bet the ad columns in women's magazines in 
such an era are full of prosthetics sales pitches like, “Would 

you like to make your body like the popular actress,_ r _?” 

or, “Cheapest on the market!! This beauty at this price!! 
Now’s your chance to get cosmetic prosthetics.” Among 
them, there might be some shady ads like, “High class, rare 
prosthetics available. Details given in person. No telephone 
calls or e-mails,” and if you go there, maybe you’d find 
naughty prosthetics that you aren’t allowed to buy or sell... 

Since it’s an era where you can do all those sorts 
of things with hardware, I’m sure there’re people who do 
have fun doing shady things with them!! It’s not written in 
the stories of GitS, but I can’t help but let my imagination run 
wild about those kinds of secret activities that must be going 
on among the normal civilians. 



* The Pioneer that was with the 
gangsters. The Pioneer exists 
even in the real world, and it 
is a Chinese-made intelligent 
bipedal robot. You could think 
of it as the Chinese version 
of Honda’s bipedal robot, 
ASIMO... maybe? There’s 
also a segment of enthusiastic 
fans making motions about 
developing a Japanese 
Pioneer?! 

(OA.14 “Full-Auto Capitalism”) 



* The GitS era Pioneer is 
destroyed with one punch from 
the supremely powered up 
prosthetics of Mr. Batou. Is 
there possibly deep meaning 
behind this scene? Am I 
looking at this the wrong way 
for reading too much into it? 
(OA.14 “Full-Auto Capitalism") 


I’m real sorry for bringing up such a common topic, but 
the pornography industry in GitS seems tremendous?! 


For example, OA.14 “Full-Auto Capitalism :: ¥€$”. 
Towards the beginning, there’s a scene where Public 
Security Section 9 arrests gang members from South China 
Province, but right up to when they were arrested, these 
gang members were watching a porn video. And they're 
saying, “That’s a Japanese model for you... It’s really 
sensitive,” and stuff!! Not to mention the fact that it seems 
they’re directly piping the video into their cyberbrains. If it’s 
an adult video that gang members think highly of, it may be 
an underground... no, it may be pornographic material that 
falls outside the bounds of law!! 

No, they must be!! And the police officer who 
rushed over later says, “There was one Pioneer model 
with them,” meaning the robot that went on a rampage is 
the Pioneer!! It’s likely made in China and since it was 
portrayed as pretty aggressive, it must be a mega-nasty 
combat android that’s prohibited from being imported into 
Japan!! That’s it!! It must be, there’s absolutely no doubt 
about it!! 

These people are lawless enough to bring in a 
mega-nasty android (even though it was weak, since it went 
down with just one punch from Batou). If it’s a video these 
guys are watching, it must contain some supremely, you 
know, that kind of sexy, video that’d fall under the exposure 
of indecent materials laws!! 

In the end, that sort of underground industry 
must be booming. The eras may progress, but the human 
brain remains the same. And into that brain, you can 
connect directly and send in high-quality video. And if 
there’s content that can produce a mega-realistic simulated 
experience of those acts, I bet there are some people who 
immerse themselves in those adult videos, get hung up on 
them, and put themselves into the infinite loop of addiction. 
In the original manga, the Major also... (rest self-censored) 
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Thanks to highly developed audio and video processing 
technology, human relationships may be fraught with 
lies, falsehoods, and deception!! 



The current network situation has communication 
being conducted mainly through text, sometimes with still 
images, and on the rare occasion, with video. There is still 
a high degree of anonymity, so there’re a ton of liars and 
users who are all talk. Net cross dressers (a user who lies 
on the Net, pretending to be a woman when he’s really a 
man), people who assume other people’s identities and 
spread lies about them, and then there are the Net-dandies 
and Net-ladies (the vain people who present themselves in 
appealing ways as wonderful, charming people). As you 
can see, there are an extremely large number of people who 
lie. 

I feel like there are even more users who lie in the 
GitS World. And I have a feeling the lies will become highly 
advanced lies that will no longer be a laughing matter. 

For example, this goes back to OA.14 “Full-Auto 
Capitalism :: ¥€$” again, but Wang of the South China 
Public Security Bureau contacts Chief Aramaki of Public 
Security Section 9 to apologize with regards to the incident 
where the South China gang was up to no good in Japan. 
The communication is in real-time with sound and video. In 
other words, Wang appears like they are on a videophone. 

On the display, Wang is dressed suitably for the 
apology, in a uniform with the facial expression to match it, 
but the actual Wang is in pajamas, clipping his toenails and 
only apologizing in a half-ass, easygoing way. Of course, 
there isn’t a smidge of sincerity on his face. Even though 
Wang himself is being half-ass, the image being sent is 
perfect in terms of both attitude and sincerity. 

We can imagine that Wang’s terminal likely has 
some sort of filter type of program built into it. It’s a program 
that takes the real Wang and composites it with the apology¬ 
mode Wang (the video and sounds). Advanced audio 
processing erases the clipping noises for the toenails and 
sound composite technology will add tension to the voice, 
even if he’s speaking in a laid back manner!! And Wang's 
video image is also automatically produced to match the 
sound!! Naturally, the video will likewise be a composite 
that has a serious and stately sort of background. But 
Wang himself will be a composite and he’ll be displayed fully 
uniformed, with the correct attitude, and with an expression 
overflowing with sincerity!! 

Wow, this is wonderfully useable technology!! 
And having said that, I think I might become a liar. If I get 
a call from my editor pressing me for a story, I’ll abuse the 
aforementioned program, since I’m not motivated at all!! 
For example, I’d use the “continually pulling all-nighters, in 
dire distress mode.” I’d be a couch potato watching a GitS 
DVD, but to the editor, an image of me totally exhausted 
and working would be sent. The GitS DVD sounds would 
be cut through audio processing, and instead, the sound 
of the keyboard clattering would be transmitted. Naturally, 
the image of me would be typing, synched to the keyboard 
sounds, and working ceaselessly on the story!! ...But the 
editor being an old hand and a veteran at this might think, 
“Oh, he’s using the ‘continually pulling all-nighters, in dire 
distress mode’. Y ’ 

In a world where you have the technology to 
create layer upon layer of falsehoods, I’ll bet trust will 
become really important. Either you don’t trust them at all, 
or you trust them from the bottom of your heart, one or the 
other. But it seems unlikely that there’ll be many situations 
where you could do the latter with no suspicions. 



Wang 

apologizing, basically saying, 
“Sorry that punks from my 
country were up to no good 
in Japan.” It shows him in full 
uniform, apologizing to Chief 
Aramaki of Public Security 
Section 9 with a serious 
expression on his face. 

(OA.14 “Full-Auto Capitalism”) 



* However, the real Wang 
was in pajamas, clipping his 
toenails, and only monotonously 
stating the apology!! The image 
Aramaki was watching was 
fraudulent!! Aramaki is probably 
already aware of this kind of 
situation. This kind of fakery is 
probably quite common in this 
era. 

(OA.14 “Full-Auto Capitalism”) 


. profile 

stapa Saito 

Debuted in August 28, 1964. 
Became a PC geek during 
middle school, became a 
computer geek in high school, 
became a computer game geek 
in college, and was led astray. 
Special skills include dislocating 
thigh muscles, messily writing 
meandering compositions, 
leaking battery fluids, sleeping 
continually for over 20 hours, 
and also a self-proclaimed 
technical expert of impulse 
buys. Works earnestly as a 
writer while spending most of 
his income on cool, cyber, nice, 
jolly good devices. 
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devices 


“The World of G/'fS,” where brain and computer have merged, is still a long way off in the future. 
However, even those technologies of the future are just extensions of our current technologies. 
Let us examine those cyberbrain devices that are “almost G/fS.” 


From wearable to implantable 

In the world of the year 2030, 
where the story of Ghost in the Shell: 
Stand Alone Complex ( GitS:SAC from 
here on) is set, it seems almost all people 
have been “cyberized” with the exception 
of special cases, such as the homeless 
and those with religious reasons (Takeshi 
Kago from OA.02 “Runaway Evidence”). 
The cyberbrain refers to the ultimate man- 
machine interface, which directly links 
human body to machine by modifying the 
brain, so that it can connect to external 
networks. The computer terminal has been 
evolving towards becoming one with the 
body, from portable to wearable, and this is 
the form where it has finally made it inside 
the body (implantable model). There is a 
detailed account under the Terminology 
Explanation link at the Production I.G 
homepage (http://www.production-ig.co.jp/), 
but we can think of cyberbrain technology 
as having developed and becoming 
popularized by building on the introduction 
of MM (micromachines) and technological 
innovations. 

As we can tell from Motoko 
Kusanagi’s line, “Back then, there were 
not as many people eager to get cyberized 


as there are now,” from OA.13 “Does Not 
Equal Terrorist," it seems the popularization 
of getting cyberized happened in the 16 
years since the year 2014. 

Connecting the brain to an 
external network is done via a terminal 
located at “the back of the neck.” In other 
words, “the back of the neck” is the interface 
for the brain to connect to the outside. On a 
PC, it can be equated to the area where all 
the USB and LAN ports are located. 

If you look closely at the enlarged 
shot of the back of Motoko’s neck, which 
appears in GitS:SAC’s opening sequence, 
there are 4 ports arranged there that look 
like squat hexagonal incisions with sockets 
in the centers. The top two ports are open 
and the bottom two are covered. There 
are also slightly smaller hexagons between 
the upper and lower terminals (these 
incisions may simply be covered terminals 
or they could possibly be the standard 
for functionality that is scheduled to be 
supported in the future). 

Motoko is not the only one with 
this 4-socket (+2 sockets?) configuration. In 
GitS:SAC OA.OI “Public Security Section 9,” 
the longhaired man that Batou apprehends 
also has this type of interface. Perhaps this 
format is the common configuration. 
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On the other hand, there are also 
other interface configurations. The geisha 
androids that appear in OA.OI “Public 
Security Section 9” have interfaces similar 
to the 4-socket model, but the shapes of the 
hexagonal incisions are subtly different and 
they only have one incision in the center. 

Additionally, with the profiler 
that scans Marcelo’s appearance as he 
gets off the plane in OA.07 “Idolatry,” the 
back of his neck simply has an array of 6 
sockets, which is completely different from 
the 4-socket model. And in OA.11 “In the 
Forest of Pupae,” among the cyberbrain 
sclerosis patients at the vocational aid 
center, there appears a 6-socket type where 
they have an array of 6 of the same kind 
of hexagons. Borma, one of the Section 9 
members, also has hexagonal type incisions 
above and below his ears. 


USB, SCSI, IDE, IEEE1394, and RS-232C. 
Not only that, but even within the same 
standard, there are situations where the 
terminal configurations differ in some way, 
such as in the number of pins they have. Or 
as in the case of SCSI, with SCSI 2, Ultra 
SCSI, Ultra Wide SCSI, Ultra2 Wide SCSI, 
and Ultra 160, the standard is constantly 
evolving. 

Considering this kind of situation, 
we can assume that the connector 
configuration of 2014, when cyberization 
was still in its infancy, would be completely 
different from the configuration used in 
2030. So, with some people sticking with 
older configurations, it is only natural that 
there is variation. 

Cyberbrain goods that can be enjoyed in 
the early 21st century 


Mixing of cyberbrain interface standards 

Why do so many variations 
exist? One of the hints to deducing the 
answer appears in OA.13 “Does Not Equal 
Terrorist.” 16 years ago, in an era when 
“there weren’t as many people eager to 
get cyberized as there are now” (2014), 
Eka Tokura underwent the cyberization 
operation and the interface on the back 
of her neck is a simple 2-socket model. 
The standard is clearly different from the 
4-socket model that Motoko and the others 
have in the year 2030. From this, it seems 
we can imagine that the interface itself has 
evolved in various ways in those 16 years. 

In our current era, we have a 
jumble of interface standards, such as 


Today, in 2003, there are 
experiments being conducted where 
neurophysiological electrodes are 
embedded in the cortex of the brain for 
the purpose of manipulating computers 
(work being done by Dr. Roy Bakay, a 
neurosurgeon at Emory University in 
America and his colleague, Dr. Philip 
Kennedy, a neurophysiologist). It seems 
it will still be a long while before we will be 
connecting our brains directly to the network 
or routinely implanting electronic devices in 
our bodies. 

Not only is that a long way 
off, but the stage leading up to that of 
wearable computers has not even become 
popularized at this point in time. Wearable 
computers are computers that are worn like 
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clothes. Famous examples of wearable 
computers that have actually made it to 
the market are Xybernaut’s HMD (Head 
Mounted Display) type computer (*1) and 
Seiko’s wristwatch type computer, Ruputer 
(*2). Still, whether these products are 
practical to use seems to be a different 
issue. 

However, let us focus on even 
more limited items that are being made 
wearable. For example, the wristwatch 
type storage device (*3) on sale from 
the Austrian company LAKS. This is a 
wristwatch with a USB cable that extends 
from it, which can be connected directly 


to PCs. For a GitS fan, is this not an item 
brimming with the cyberpunk feel of actually 
extending a cable and jacking in? 

One other item that can be 
considered a part of the wearable wave 
of products is the wristwatch type PHS 
terminal called WRISTOMO (*4), which 
NTT DoCoMo released in April 2003 as a 
limited item. This is a PHS terminal, but 
these days, the cell phone is far more than 
a communication device, it is a PDA (with a 
CPU, of course) that lets you send e-mails 
and access the web. This is surely good 
enough to call it another step towards the 
popularization of wearable computers. 


A POINT TO N 0 T I C E.&.C 0 .. L ... ... N 


1. Xybernaut’s 
Wearable Computer 



Ever since they made a prototype of 
the first wearable computer in 1988, 
Xybernaut has been the leader in 
wearable computers, infusing the 
market with various products. The 
product in the photo, the poma, 
was announced at the 2002 CES 
(Consumer Electronics Show) and 
priced at under $1,500, it garnered 
considerable interest as a reasonably 
priced product. 


2. Ruputer 



The wristwatch type computer that 
Seiko Instruments put on the market 
in 1998. It was even capable of 
communicating with Windows 95 
machines via an infrared port or a 
serial port. 


2. LAKS USB Memory 



USB port. 


4. DoCoMo’s 
Wristwatch Type PHS 
Terminal 


The wristwatch PHS, WRISTOMO, 
which NTT DoCoMo put on the 
market in April 2003. Only a limited 
number were made for the market 
and it became a hot topic when it 

Calls cannot be made with it still on 
the wrist. Instead, it is transformed 
by pressing the release buttons 
located above and below the liquid 
crystal display, and removed from 
the wrist for phone conversations. 
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Mobile Services GitS Lifestyle Catalog 

__ mobile services 


Numerous cutting edge gear and gadgets appear in the world of GitS:SAC. 

However, at the same time, there are a lot of things that have barely evolved and are no 
different than what we have today. 

What is the reason these things have not evolved... 


The cell phone devolved?! 

The year 2030 in GitS:SAC sees 
technologies for such things as prosthetics, 
Al, and cyberbrains having advanced by 
leaps and bounds since our current era. 
However, things like the cell phones and car 
navigation systems in the world of the year 
2030 are not so different from what we have 
today. 

It seems likely that there is a 
reason why only these technologies have 
remained undeveloped. 

The cell phone Aramaki uses in 
OA.OI “Public Security Section 9” and the 
one the leader of the med students uses in 
OA.08 “The Privileged” have shapes and 
interfaces that are absolutely no different 
from current cell phones. Both have the so- 
called clamshell shape, which folds in half. 
And the display has icons for things like 
reception, the presence of unread e-mails, 
and remaining battery life. This is exactly 
the same as current cell phones. 

A cell phone is shown being used 
for something other than communication 
in OA.OI as well. Aramaki is handed 
something that looks like a flash memory 
card with the video from the surveillance 
cameras in the restaurant, which he inserts 
in the card slot of his cell phone. He then 
takes a cord from the terminal and connects 
it to his cyberbrain to view the video. So, 
apparently, the cell phones of 2030 have 


the functionality to play video. But this is 
also functionality that has been realized on 
the 2.5G cell phones. Any cell phone with 
slots for SD cards or smart media has the 
capabilities of a movie viewer. 

Why are cell phones that are the 
same as what we have today still being 
used? 

For example, if it is just the 
communication aspect of the cell phone, 
would cyberbrain communication, 
“cybercomm,” that the members of Section 
9 use not be a perfectly good substitute? 
This cybercomm is not just simply for 
transmitting audio data, but it also seems 
capable of sending video data to all the 
members. This so-called videophone- 
esque functionality has been realized in the 
3G phones of today. 

The selling point of NTT 
DoCoMo’s 3G cell phone, FOMA (*1), 
is this videophone functionality. Since 
service for it was first offered in 2001, the 
FOMA had failed to take off, but with the 
videophone functionality and by driving it 
home in commercials, the number of units 
sold rapidly soared. The functionality itself 
is implemented by compressing video 
recorded by the camera on the cell phone 
into MPEG4 format and sending them to 
another FOMA terminal on the other end via 
packets. 

Experiments for videophone 
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technology began at the same time as the 
practical implementation for televisions, so 
the history goes way back. Products have 
been placed on the market many times in 
the past, but failed to spread to the general 
public. However, now, the rapid spread of 
broadband is pushing forward the popularity 
of videophone technology. With Windows 
Messenger, a feature that comes with 
Windows XP, a broadband connection, 
web camera, and a microphone can easily 
turn a PC into a videophone. On a Mac, 
the next version of the OS (codename: 
Panther -scheduled to be released in 2003) 
will include iChat AV as a standard feature 
(currently, in October 2003, a public beta 
version is available for use on a trial basis) 
and by placing an iSight (*2) on top of the 
monitor, videophone functionality can be 
attained. It seems highly likely that this type 
of thing will quickly spread, along with the 
recent popularization of the IP phone. 

The functionality of the 2030 cell 
phones is no greater than that of FOMA. 
Perhaps the correct interpretation for this 
is that all functionality realized by services 
presented after the 3G cell phones can be 
covered by cyberbrains. 

However, in OA.01, Aramaki uses 
a cell phone to contact his former colleague, 
Kubota, who is a civilian in military service. 
From this, it is conceivable that the 
cybercomm is like today’s police radio, a 
method of communication whose use is only 
permitted within specific organizations, and 
even in the future, general communication 
is conducted through cell phones...? We 
are still left with some questionable aspects 
in this area. 

Today’s car navigation system is closest 
to a cyberbrain 

In the world of 2030, the car 


navigation system is still in a form similar to 
what we have today. 

When MacLachlan, the son of a 
Canadian ambassador, flees with a Jeri, he 
is driving a car equipped with a navigation 
system. And this system is capable of 
reflecting data such as roadblock situations. 

This functionality of a car 
navigation system receiving traffic 
information and reflecting it in real-time 
is currently available in systems that 
are compatible with the VICS (Vehicle 
Information and Communication System). 
The VICS is a system that transmits traffic 
and gridlock information in 3 formats: FM 
multiplex broadcasting, light beacons, and 
radio beacons. A car navigation system 
that receives VICS data will display the 
traffic information on the monitor as either 
text or graphics on the map. Among the 
current car navigation systems, there are 
even some with exclusive communication 
capabilities, like the G-BOOK (*3), that 
allow them to receive not only traffic 
information, but various online services 
such as information on stores, weather, and 
entertainment. 

On the other hand, the Major, 
who is pursuing MacLachlan’s car, seems 
to have a slightly more advanced car 
navigation system. She is able to receive 
information on the car she is chasing 
from the IR-System. (The Metropolitan 
Police's road surveillance system that 
finished construction in 2001. Spending 
a total of 1.62 billion yen, 110 surveillance 
cameras were placed around the city. The 
IR-System in the G/'fS;SAC world would 
also appear to be an extension of this 
surveillance system.) And she pursues 
the car as she views information on the car 
model (in OA.08, when they identify the car 
they are pursuing, they are even able to pull 
up information on the owner of the car). 
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In OA.03, the Major “gets into the 
GPS and fabricates a traffic jam” to herd 
MacLachlan’s car. From this, we know that 
car navigation systems in the year 2030 
also determine their location using GPS. 
(Global Positioning System. The current 
GPS system uses 24 GPS satellites, which 
have been positioned 4 each on 6 circular 
orbits regulated by the U.S. Department 
of Defense.) However, from Togusa’s 
line mentioned earlier, it seems the false 
traffic jam data was inserted, not from an 
information network like the VICS, but 
through the GPS signal itself. Perhaps 
the GPS in 2030 has had such information 
services added to it, or maybe Togusa 
simply misspoke and said GPS when he 


meant to say VICS. It is not clear which it 
actually is. 

Today’s car navigation system is 
becoming more and more of an information 
station. However, in the world of 2030, the 
cyberbrain has become something of an 
information station itself, serving a similar 
functionality as the car navigation system. 
Thus, perhaps there was no need for car 
navigation systems to evolve beyond what 
they are today. 


A POINT T 

1: 3G Cell' Phone FOMA ' 
with Videophone 
Functionality 



The FOMA is a 3rd generation cell 
phone from NTT DoCoMo that uses 
the W-CDMA standard. The service 
began to be offered in 2001 and it 
is capable of a maximum packet 
transmission rate of 384 kbps. It 
supports functionalities such as 
iMotion, which allows the exchange 
of video files between FOMAs. 


0 NOTICE 


2. Apple iSight 



& COLUMN 


3. G-BOOK 



An information service for vehicles 
that Toyota has been offering 
since Fall 2002. It is a new mobile 
service that combines the traditional 
car navigation system with a 
communication network. With a data 
communication module, it is capable 
of receiving all sorts of online 
services, from roadside information 
for drivers to entertainment 
information and financial news. 
http://g-book.com 
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Encryption-Security 


Year 2003 
GitS Lifestyle Catalog 
code/security 


In a networked society, crimes committed by hackers are capable of threatening the very existence of society. 
Cybercrimes harming individuals is a danger we will be confronting shortly. 

How is network security maintained in the world of GitS ? 


Barriers that prevent cyberbrains from 
being hacked 

In the world of GitS:SAC, 
cyberization is advanced and everyone 
directly connects their brain to external 
networks. In this world, being hacked from 
the outside means having your brain directly 
attacked. 

Directly hacking the brain is 
called Ghost Hacking. A successful Ghost 
Hack makes it possible to do various things, 
such as alter the person’s memories or 
stream false visual data. Of course, this is 
a serious crime that violates an individual’s 
free will. 

In GitS:SAC OA.08 “The 
Privileged,” Motoko hacks Batou’s 
cyberbrain and controls him so that he 
punches his own face. This is likely an 
example of a Ghost Hack. Also, during the 
Serano President Kidnapping Incident, “the 
Laughing Man,” a super-class-A hacker, 
alters the vision of the cyberized people 
around the site of the live TV broadcast and 
hides his face with "the Laughing Man" logo. 
This trick should likewise be an example of 
a Ghost Hack. 

This is a world where preventative 
measures must be taken against this sort 
of hacking of the cyberbrain. It would be 
natural to think that some sort of barrier 
exists to limit access from the outside, the 
equivalent of today’s personal firewall. (Of 
course, there is no guarantee that even the 
best barrier will be able to prevent a super- 
class-A hacker from breaking in...) 


A firewall is a system that 
prevents outside intruders from getting into 
networks (LAN) built inside entities such 
as corporations. Specifically, they work to 
only let necessary transmissions through 
and block unnecessary ones. Firewalls 
are systems that only protect a limited 
network (local area). However, there are 
also technologies like VPN (Virtual Private 
Network) that are widely available, which 
incorporate a code key in the packet header 
so that remote company branches can 
share the same LAN. 

In the GitS:SAC world, individual 
cyberbrains are connected to the network, 
which makes it necessary for every 
individual cyberbrain to have a firewall. 
This is similar to the current situation where 
privately owned computers are constantly 
connected to the network due to the 
popularization of DSL and cable TV. And 
due to this increasing need for security for 
private individuals, there are now low-cost 
personal firewall types of products on the 
market (*1) to protect individual PCs. In 
Windows XP and Mac OS X, protective 
security functionality is built in at the OS 
level that is similar to the personal firewall. 
However, if you were to set your computer 
as a shared machine (in terms of GitS:SAC, 
not having the cyberbrain in autistic mode?) 
in a “hot spot,” a public space where a 
wireless LAN can be accessed, it would be 
the same as opening the contents of your 
hard drive to the public. Anyone would be 
able to easily get inside. 
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“Attack barriers,” the evolved form of 
the firewall 

With the cases Section 9 gets 
involved in, there are times when they 
lead to cyber warfare with hackers, who 
possess highly advanced technology. In 
cyber warfare, where opponents try to send 
programs and viruses into each other's 
cyberbrains, attack barriers are used. In 
GitS:SAC OA.02 “Runaway Evidence,” 
Motoko aims to hack the Al of the military’s 
new multiped tank via a direct connection. 
On this occasion, Batou says to her, “It’s got 
a military attack barrier! It’ll fry your brain!” 
These attack barriers seem to be a type of 
firewall, but they appear to be a special type 
that searches out the origin of the attack 
and launches such a powerful counterattack 
that it can fry the brain. 

It is the way of the world that if the 
defensive barriers evolve, crimes that outwit 
them will also develop. It seems there is a 
new type of offensive method developing 
in the GitS:SAC world as well. This is the 
“delayed-action virus” that Nanao uses in 
OA.05 “The Copycats Chant.” It works by 
sending the virus in parts as spam e-mails 
and then manifesting once the entire 
program has arrived. It is constructed so 
that even firewalls with an antivirus feature 
cannot detect it. 

This kind of cat-and-mouse game 
between viruses and virus countermeasures 
is a real problem in today’s world as well. 
The Blaster worm (*2) that appeared in 
August 2003 did not come as an e-mail 
attachment, but was made so that it could 
be contracted through normal Internet 


access. Thus, it did a lot of damage 
worldwide. Variations on Blaster that 
targeted the same security hole also popped 
up one after another. But in addition to 
similar viruses, there were also busybody 
worms that erased Blaster and patched the 
computer. This type of confusion increases 
Internet traffic. The initial goal of the creator 
of Blaster was to overload the Microsoft 
site, which Blaster accomplished even more 
effectively than anyone had expected. 

It was truly a case where “the 
copycats danced." 

The “encoded printout” that already exists 

In terms of other 
encryption-security related technology, 
we already have technology similar to the 
encoded printout that appears in GitS.SAC 
OA.OI “Public Security Section 9.” The 
internal military document “Ichinose Report” 
is stolen by the fake Minister of Foreign 
Affairs, who has swapped out braincases. 
However, the document itself is in an 
encoded printout. The fake Minister scans 
the encoded printout with his prosthetic 
eye, but he only gets error messages in 
his cyberbrain and he is unable to read it. 
The cyberbrain likely needs a password to 
decode the document in order to read the 
encoded printout. 

It seems this encoded printout 
is a technology similar to the two- 
dimensional code (*3) that we have 
today. Conventional barcodes are one¬ 
dimensional codes that use the width and 
number of bars to represent information. 
Two-dimensional codes contain information 


134 s r0/70 auunt compuEH official uog 














in two dimensions, the vertical and the 
horizontal, thereby increasing the density 
of information. There are many types of 
two-dimensional codes, such as the QR 
Code, DataMatrix, and Maxi Code, and 
they are already being utilized by systems 
that oversee inventory, and the placing and 
receiving of orders. In terms of more day- 
to-day uses, there are various applications 
being developed that will use cell phones as 
barcode readers. 

This kind of application would 
involve photographing two-dimensional 
codes using the camera on cell phones, 
and having the decoder on the cell phones 
to analyze and use the information. 
Specifically, it could be used for things 
like paying for cell phone services at 
convenience stores, or possibly having two¬ 


dimensional codes printed on business 
cards, so that the information can be 
inputted into the address book just by 
scanning it. 


a p o I N T.T 

i. Norton Personal 
Firewall 2004 



consists of features that conceal 
the user’s PC, detect intruders, 
and prevent personal information 
from inadvertently leaking out in 
attachment files. 


0 NOTICE 

2. Blaster. 


A Trojan horse program, whose first 
case was recognized at around 2am 
on August 8, 2003 (Japan time). 

It was a worm type 
virus that took advantage of a 
security hole in the Windows 
NT, 2000, and XP OSs, and 
was programmed to launch a 
denial-of-service attack against 
windowsupdate.com (Microsoft's 
download site for patches) starting 
on August 16th. It did not spread 
through e-mail attachments. Instead, 
it could be contracted in situations 
where all ports are open to a specific 
PC through the use of such software 
as games, messenger programs, 
and P2P programs. 

Additionally, there 
was a rash of Blaster variants 
circulating at around the same time 
and, of those, one was determined 
to have been created by an 18 
year old resident of the state of 
Minnesota, who was then arrested. 
Thus, this commotion went on 
to have secondary and tertiary 
repercussions. 


& COLUMN 


3. Two-Dimensional 
Code 



The barcodes of the past with vertical 
stripes represented numerical 
values through the combination of 
lines and spaces of varying width. 
However, two-dimensional codes 
use a combination of black and white 
squares to record numbers and other 
data. Their characteristics include 
the ability to contain more data than 
one-dimensional codes and the fact 
that they can be printed in a small 
area. In Japan, the format called QR 
Code is commonly used. 
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Robots-AI 


Year 2003 
GitS Lifestyle Catalog 
robots-; 


We are in the early 21st century where we have AIBOs and ASIMOs, and where we can converse with toy dolls. 
Humans have not given any thought to the issue of “coexisting with robots” thus far, but when will the day come 
when it becomes a problem? 


A world where androids and cyborgs 
intermingle 

In the world of GitS:SAC, cyborgs, 
who have replaced parts or almost all of 
their body with prosthetics like the Major 
and Batou, intermingle with androids with Al 
(artificial intelligence). In GitS:SAC OA.08 
“The Privileged,” Togusa pays a visit to 
Meditech, where he mistakes the secretary 
for the director, who actually has an old 
prosthetic body (Jameson-type). Perhaps 
some people make mistakes similar to this 
between cyborgs and androids. Based on 
technical classification, a cyborg always has 
a Ghost, even if the entire body is machine. 
Androids have the shape of humans but 
function by Al. Robots function by Al and 
are shaped to suit their particular uses. 
Humans have no prosthetics (regardless 
of whether they have been cyberized). 
The GitS:SAC world can be thought of as 
being composed of these 4 types. It is 
the Tachikomas that say, “...the line that 
separates human from robot has already 
been reduced to minor differences in the 
physical body,” (OA.15 “The Time of the 
Machines”). 

The androids in this world have 
found their way into the field of human 
labor in droves, in such occupations as 
the aforementioned secretary, geisha, 
operators, and hotel waitstaff. 

The technologies for artificial 
skin and body mobility undoubtedly overlap 
some with the development of cyborg 
technology. However, rapid advancement 
of Al research must have made it possible 
for autonomous androids to operate like 
humans. 

Al research began around 1950, 
when Alan Turing devised the Turing Test. 
However, the term Al was first used in 


1956 at the Dartmouth Conference held 
by Marvin Minsky, John McCarthy, and 
others. Basic fields of research, such as 
understanding language, cognition, and 
spatial awareness owe their origin to this 
conference. From there, they expanded 
into more complex fields of application, 
such as neural networks, which attempt to 
emulate the nerve tissue of the brain, and 
fuzzy logic, which allows for ambiguities. 

In the GitS:SAC world, humanoid 
androids that people can empathize with 
more easily have Al with limited processing 
capabilities. We can discern this from when 
a Tachikoma says, “She’s okay because 
her processing capabilities are limited. She 
doesn't pose a threat to humans.” In other 
words, perhaps the Al of the Tachikomas 
do not have limited processing capabilities 
because they are weapons made to function 
in extreme situations. 

In fact, the Tachikomas outwit an 
operator android using a “self-referential 
paradox.” When they manage to link 
with the sniper control system that is built 
into a helicopter, the Tachikomas ridicule 
it, saying, “It can’t even talk? It’s a sub- 
Turing machine! What a piece of junk!” 
So, it appears the Tachikomas’ Al is more 
advanced than what the androids have. 
(However, could they possibly be mistaking 
the Turing Test for a Turing Machine?) (*1). 
Additionally, they comprehend the contents 
of a conversation through the movement 
of lips (OA.15), which implies that they are 
also at quite an advanced level in the realm 
of cognitive science (the episode with lip- 
reading is likely an homage to HAL9000, 
their Al senior in the world of fiction). 

Modern products with Al 

Sony’s AIBO responds to moving 
balls and remembers its owner’s face, 
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making it a pet robot with Al functionality in 
the areas of pattern recognition and learning 
capacity. Honda’s ASIMO is a bipedal 
robot with spatial recognition processing 
capabilities that allow it to walk down stairs. 

There are also many toy 
products that have Al built in. Subsumption 
architecture was researched in the mid- 
1980s at the Massachusetts Institute of 
Technology, and it allows for complex and 
seemingly intelligent behavior through the 
layering of simple reactive systems. And 
something that made use of this is the 
insect like robot, the WonderBorg (*2). 
The communication robot BN-1 (*3) is also 
a toy with an Al capable of recognizing 
human gestures through infrared sensors 
and which can also have movements 
programmed by the user by connecting to a 
PC (see translation note 5). 

Also, while the level of Al is likely 
nowhere near that of the Tachikomas, there 
is a “multiped think-tank” type of robot being 
sold to the general public (?!) in our world. 
The Banryu (*4) was developed by Sanyo 
Electric and tmsuk, a robot development 
venture company in Fukuoka Prefecture. It 
is a guard robot equipped with a camera, 
microphone, speaker, infrared sensor, 
olfactory sensor, sound sensor, temperature 
sensor, etc. It has a feature that allows it 
to call the homeowner’s cell phone from its 
built-in communication device if it detects 
anomalies like intruders and fires. 

The changing relationship between 
humans and robots 

The areas androids are finding 
their way into in the 2030 world is not limited 
to labor. They are also branching out into 
the market as objects of affection. 

The female android Jeri (official 
model number GA07-JL) that appears in 
OA.03 “A Modest Rebellion” was popular 
among a segment of hardcore fans. The 
Jeri sold 8,000 units and by the year 2030, 
it has already been classified as outdated. 
It seems Jeris have the capability to do 
some simple cooking in addition to normal 
activities such as walking and running (see 
translation note 6). 


“Through coming into contact 
with robots, the image humans have of life 
is changing subconsciously. I think that it’s 
humans that are changing, not robots,” is 
another line by the Tachikomas. It seems 
in the world of 2030, there is a growing 
recognition that robots are a form of life as 
well. 

MacLachlan (appearing in 
OA.03), the movie buff, made his Jeri 
memorize the lines of the heroine in films. 
A current example of something that can 
be created based on one’s tastes is the 
Super Dollfie (*5) from Volks, which has a 
segment of hardcore fans. Super Dollfies 
are dolls that are approximately 50 cm in 
height made of urethane resin. By buying 
additional parts like wigs and glass eyes, 
they can be customized in any way the user 
sees fit. There are also many personal 
homepages out there that post photographs 
of Super Dollfies with various makeup and 
wig treatments. 
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A POINT T 

1. Turing Machines and 
the Turing Test 

The Turing Test is a test to 
determine if a machine is intelligent 
or not, which was proposed by a 
British mathematician named Alan 
Turing. Specifically, it is conducted 
by separating the subject and the 
machine with a partition and having 
them converse (by writing). If the 
subject is unable to discern that she 
is conversing with a machine and 
perceives the machine as human, 
the test recognizes the machine as 
being intelligent. 

A Turing Machine is 
a hypothetical machine that Turing 
devised for the formularization of 
computations. Modern computers 
can also be said to fundamentally 
follow the principles of Turing 
Machines. 

4. Guard Robot Banryu 



Basically a guard dog robo: 
developed by tmsuk and Sanyo 
Electric. Through its various 
sensors, it can detect intruders and 
other anomalies in the house, and it 
has a feature that allows it to call the 
homeowner’s cell phone. It is named 
Banryu because it was designed with 
dinosaurs in mind. It is available to 
the general public for 1.98 million 
yen and can be purchased from their 
homepage, http://www.banryu.jp/ 
(see tranlation note 7) 


0 NOTICE 


2. WonderBorg 

3. BN-1 



Bandai’s robots with artificial 
intelligence, which can also be 
programmed. 

(top) WonderBorg 12,000 yen. 
(bottom) BN-1 50,000 yen. 

* Details on both products are 
available on the Bandai Robot 
Laboratory homepage. 
http://www.roboken.channel.or.jp/ 


& C 0 L U M N 

5. Super Dollfie 



Urethane resin dolls with ball-and- 
socket joints sold by Volks. They are 
58-60 cm tall and since all their joints 
are movable, they can be put into 
various poses. Parts like the glass 
eyes and wigs are interchangeable, 
allowing for users to enjoy their dolls 
by customizing them. 
http://www.volks.co.jp/ 
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virtual Community 


Year 2003 
GitS Lifestyle Catalog 
virtual community 


Massive message boards, online gaming, dating sites, etc. 

The very nature of communication is changing in our world today. 
Can we see glimpses of that future in the world of GitS ? 


A giant community with a high degree of 
anonymity 

In the world of GitS:SAC, there 
are online communities like "the Laughing 
Man" Room of Virtual City Alpha, which 
appears in OA.09 “The Man Who Dwells in 
the Shadows of the Net.” This chat system 
has a high degree of anonymity and the 
principal speakers at the chat speak and 
advance the meeting through characters, 
which they only use online (normally called 
avatars). The avatars are generated by 
3D graphics, and they are free to move 
and gesture as they please. The rest of 
the crowd there does not participate in the 
debate surrounds these principal speakers. 
And the system is set up so that they can 
post text (mostly consisting of ridicule) to 
the transmission boards that have been 
prepared for each speaker. 

This chat system also seems to 
have a video streaming feature to allow all 
participants to view materials. The load 
on the server to handle such a system is 
apparently quite heavy and it requires a 
certain amount of time to delete the backup 
cache data that has built up on the server. 


Today’s communication space 

There are countless virtual 
communities today that serve a similar 
purpose as Virtual City Alpha. Yahoo! Chat 
(*1) is an example that is capable of real¬ 
time chats. In Yahoo! Chat, there are chat 
rooms for every topic and text chats can be 
conducted in those rooms. 

These chat spaces are not limited 
to Yahoo! Chat. Every major portal site 
where people gather, such as excite and 
goo, has them. 

On the other hand, there are 
communities that were born from more 
underground movements, which do not 
revolve around operating portals. Among 
them, the one considered to be the biggest 
is 2chan (*2), which records over 8 million 
hits a day. In the sense that 2chan is “a 
giant virtual community with a high degree 
of anonymity,” we might even be able to call 
it the predecessor of Virtual City Alpha. 

All sorts of categories (called 
boards) exist on 2chan and each is a forum 
where threads on issues related to that 
category may be submitted. Among the 
categories are “live boards,” where posts 
are made in real-time with regards to TV 
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shows that are on the air, and “news flash 
boards” where comments are posted by 
people who chance upon unexpected 
incidents or accidents. And these are 
practically like chats. 

The conversations in Virtual City 
Alpha made heavy use of so-called Net 
jargon. And every time some information 
was provided, we saw people raising their 
voices, clamoring for the source of that 
information. However, these are also 
phenomena that can be observed in today’s 
2chan as well. 

Graphical chat systems 

Yahoo! Chat and 2chan are both 
text based online communities, where you 
cannot see each other’s faces. However, 
there are some existing graphical chat 
systems that use avatars, which make them 
more like Virtual City Alpha. 

Habbo Hotel (*3) is a chat space 
where you can freely walk around the hotel 
through your avatar. A Japanese language 
version has sprung up, but the original site 
is Finnish. Users can communicate with 
each other, and also shop using currency 
that circulates within the hotel (purchased 
with WebMoney or through a network 
provider). 

The history of such online 
communities that use avatars actually goes 
back quite a ways. Lucasfilm's Habitat 
(*4) created a “virtual city” on the web. It 
offered a new form of entertainment called 
a “multiplayer online virtual environment,” 


where users can go about their lives. 
The service was first offered in 1987 on 
Commodore 64s. The Habitat service was 
also offered in Japan on NEC’s PC9801s 
and Fujitsu’s FM Towns machines. 
However, with the popularization of the 
Internet, there were fewer and fewer users, 
and the service was halted around 1999. 

The reality is that even today, 
these kinds of graphical chat spaces have 
yet to really take off due to difficulties in 
finding a good revenue model and the high 
costs of developing and maintaining them. 
Even Commue 3D, developed by Sony and 
launched in 2001, halted its service towards 
the end of 2002. There is no end to this 
sort of pullback in this industry. 

Networking changed the world of gaming 

In discussing today’s online 
communities, we cannot neglect to mention 
online gaming. PC games that allow for 
competitive play on the Net have existed 
for a long time. However, with the arrival of 
Ultima Online (*5) in 1997, a new genre of 
gaming was born called multiplayer online 
games where several thousand people 
access a single server to play. Though 
pure communication is not their purpose, 
communication among users is a large part 
of enjoying these games in that complete 
strangers must form parties to go on 
adventures. 

This kind of multiplayer online 
gaming has spread to consoles such as the 
PS2 and the Xbox as well. Popular game 
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franchises have released online installments 
like Final Fantasy XI and Nobunaga’s 
Ambition Online. 

Additionally, with online gaming 
booming, there are now new phenomena 
popping up, like items and currency 
accumulated in online games being 
exchanged for real currency on message 
boards and at Internet auctions. And 


these kinds of things are beginning to be 
considered social issues. So, it is very 
interesting that we now have new problems 
that are unique to the networked era. 


POINT TO NO 


1. Yahoo! Chat 

One of the services to be found 
at the Yahoo! portal site. Tens of 
thousands of people are accessing 
it at all times and there are debates 
being conducted in real-time in chat 
rooms separated into categories. 
http://chat.yahoo.co.jp/ 


2. 2chan 



A multithread message board begun 
by administrator Hiroyuki. According 
to “2chan Manifesto: Provocative 
Media" (by Toshiyuki Inoue), it was 
established in May 1999. It is also 
known for constantly giving rise to 
new Net slang, such as “chubo” and 
“dokyuso” (see translation notes 8 & 9). 


TICE 


3. Habbo Hotel 



The avatar chat system that 
launched its Japanese language 
version in February 2003. You can 
construct your avatar by combining 
various clothes, hairstyles, faces, 
and items like hats. Using that 
avatar, users can enjoy chatting with 

http://www.habbohotel.jp/ 


4. Habitat 

A communication service developed 
by Lucasfilm's, which allowed 
users to establish lives in a virtual 
city online. There were many 
technological limitations with the 
Commodore 64, an 8-bit machine, 
and in America, the project died 
while still in the beta phase. 


& COLUMN 


5. Ultima Online 

The very first multiplayer online 
game released by Electronic Arts 
in America in 1997. Approximately 
5,000 people can play at the same 
time on one server and there 
are servers also set up in Japan, 
allowing people to play in Japanese. 
http://www.jp.uo.com 
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Ghost in the Shell : STAND ALONE COMPLEX 

MEDIA GUIDE 

Ghost in the Shell: Stand Alone Complex returns to life on the DVD media. 

Here, we introduce the DVDs, which further expand the world of GitS, packed 
with 8-page booklets and video extras that were not part of the original broadcast. 


if 

glmot mtheohell 

Vo .01 t - OA.01 “Public Security Section 9:: Section-9” 

• Release Date: December 21 2002 (Sat.) Screenplay ■ Storyboards: Kenji Kamiyama 

• Product Number: BCBA-1391 Unit Director: Toshiyuki Kono 

• '"»& dua 5.1ch Animation Director: Takayuki Goto 

Dolby Digital 2ch / 6:9 (anamorphic) / Vista Vision Layout: Hisaki Furukawa . Jun Matsumoto 

• Price: 6,000 yen w/o tax. . oa. 02 "Runaway Evidence :: Testation" 

• Seller .Distributor: Bandai Visual Screenplay: Junichi Fujisaki 

• Contains OA.01 - OA.02 /Tachikomatic Days Storyboards • Unit Director: Toshiyuki Kono 

• Video Extras: Production Announcement Press Animation Director: Kyouji Asano 

Conference, Comments from Director Kamiyama Mechanical Animation Director: Nobuhiko Genma 

fP 

VO 1.0 2 . «OA.03 "A Modest Rebellion:: Android and 1" 

• Release Date. January 25 2003 (Sat.) Screenplay: Yoshiki Sakurai 

• Product Number: BCBA-1392 . , t Storyboards • Unit Director: Masayuki Yoshihara 

• Specs: 63 min. / one side, dual layer / Dolby DiQital 5.1ch Animation Director' Jun Uemura 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision . 0A 04 » The visual Elements Will Laugh :: Intercepted 

• Pnce: 6,000 yen w/o tax Screenplay: Shotaro Suga 

• Seller .Distributor: Bandai Visual Storyboards: Kenji Kamiyama 

• Contains OA.03~OA.04 / Tachikomatic Days Unit Director: Hideyo Yamamoto 

•Video Extras: Interview with Atsuko Tanaka (Motoko Kusanagi) Animation Director: Kenichi Yamaguchi 


Vo 1.03 • OA.05 “The Copycats Chant:: Decoy” 

• Release Date: February 25,2003 (Tues.) Screenplay: Junichi Fujisaki 

• Product Number: BCBA-1393 Storyboards • Unit Director: Ryutaro Nakamura 

• Specs: 61 min. / one side, dual layer / Dolby Digital 5.1ch Animation Director: Sigeyuki Suga 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision Mechanical Animation Director: Tomohiro Kawahara 

• Price: 6,000 yen w/o tax • OA.06 The Copycats Dance:: Meme" 

• Seller • Distributor: Bandai Visual Screenplay: Junichi Fujisaki 

• Contains OA.05 - OA.06 / Tachikomatic Days Storyboards • Unit Director: Masaki Tachibana 

• Video Extras: Interview with Osamu Saka (Daisuke Aramaki) Animation Director: Takayuki Goto 

Layout: Hisaki Furukawa 

ij 

Vo 1 . 04 • OA.07 “idolatry:: Idolater" 

• Release Date: March 28,2003 (Fri.) Screenplay: Junichi Fujisaki 

• Product Number: BCBA-1394 Storyboards • Unit Director: Kazuhiro Wakabayashi 

• Specs: 60 min. / one side, dual layer / Dolby Digital 5.1ch Animation Director: Masahiro Sato 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision • OA.08 “The Privileged :: Missing Hearts” 

• Price: 6,000 yen w/o tax Screenplay: Yoshiki Sakurai 

• Seller • Distributor: Bandai Visual Storyboards: Itsuro Kawasaki 

• Contains OA.07 - OA.08 / Tachikomatic Days Unit Director: Kazuki Fusegi 

• Video Extras: Interview with Yoko Kanno (Music) Animation Director: Takayuki Goto 

Layout: Miyako Yatsu 

P5Z 

x - 

* 

Vo 1 . 0 5 • OA.09 “The Man Who Dwells in the Shadows of the Net:: 

• Release Date: April 25,2003 (Fri.) Chat! Chat! Chat!" 

• Product Number: BCBA-1395 Screenplay: Dai Sato 

• Specs: 62 min. / one side, dual layer / Dolby Digital 5.1ch Storyboards: Kenji Kamiyama 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision Unit Director: Masaki Tachibana 

• Price: 6,000 yen w/o tax Animation Director: Kyouji Asano 

• Seller • Distributor: Bandai Visual * OA.10 “A Perfect Day for a Jungle Cruise :: Jungle Cruise" 

• contains OA.09 - OA.10 /Tachikomatic Days Screenplay: Dai Sato 

• Video Extras: Interview with Akio Ohtsuka (Batou) Storyboards • Unit Director: Jun Matsumoto 

Animation Director: Meji Maeda 

... 

Vol.06 • OA.11 “In the Forest of Pupae:: Portraitz" 

• Release Date: May 23,2003 (Fri.) Screenplay: Yoshiki Sakurai 

• Product Number: BCBA-1396 Storyboards • Unit Director: Toshiyuki Kono 

• Specs: 64 min. / one side, dual layer / Dolby Digital 5.1ch Animation Director' Takayuki Goto 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision Layout: Hisaki Furukawa 

• Price: 6,000 yen w/o tax . oa. 12 “Tachikoma Runs Away/The Movie Director’s 

• Seller • Distributor: Bandai Visual Dream - Escape From” 

• Contains OA.11 - OA.12 / Tachikomatic Days Screenplay Yoshiki Sakurai 

• Video Extras: Interview with Kazuhiro Wakabayashi Storyboards • Unit Director: Masayuki Yoshihara 

(Sound Director) Animation Director: Toshihisa Kaiya ■ Kaori Higuchi 
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Vol.07 

• Release Date: June 27,2003 (Fri.) • OA.13 ‘Does Not Equal Terrorist:: Not Equal” 

• Product Number: BCBA-1397 Screenplay: Shotaro Suga 

• Specs: 62 min. / one side, dual layer / Dolby Digital 5.1ch Storyboards • Unit Director: Kazuki Fusegi 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision Animation Director: Takayuki Goto 

• Price: 6,000 yen w/o tax • OA.14 “Full-Auto Capitalism :: ¥€$" 

• Seller • Distributor: Bandai Visual Screenplay: Kenji Kamiyama 

• Contains OA.13 - OA.14 / Tachikomatic Days Storyboards • Unit Director: Hideyo Yamamoto 

• Video Extras: Interview with Kouichi Yamadera (Togusa) Animation Director: Kouichi Maruyama 


Vol .08 • OA.15 “The Time of the Machines :: Machines Desirantes" 

• Release Date: July 25,2003 (Fri.) Screenplay: Yoshiki Sakurai 

• Product Number: BCBA-1398 Storyboards • Unit Director: Kenichi Takeshita 

• Specs: 61 min. / one side, dual layer / Dolby Digital 5.1 ch Animation Director: Ryota Niino 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision Mechanical Animation Director: Nobuhiko Genma 

• Price: 6,000 yen w/o tax • OA.16 "The Heart's Blind Spot:: Ag20” 

• Seller • Distributor: Bandai Visual Screenplay: Nobutoshi Terado 

• Contains OA.15 - OA.16 / Tachikomatic Days Storyboards: Kenji Kamiyama 

• Video Extras: Interview with Sakiko Tamagawa (Tachikoma) Unit Director: Masaki Tachibana 

Animation Director: Kyouji Asano 


Vo 1.0 9 »OA,17 “The Truth Behind the Unfinished Romance:: 

• Release Date: August 22,2003 (Fri.) A^pi,.' c harp . 

• Product Number: BCBA-1399 screenplay Yoshiki Sakurai 

’ n P Pu CS H 62 . rT ; i o [° na * d , e ' dual la V er /D 01 ^' 13151ch Storyboards: Nobutoshi Ogura 

Doiby Digital 2ch / 6.9 (anamorphic) / Vista Vision Unit Director: Yasuhiro Shimotsukasa 

• Price. 6,000 yen w/o tax Animation Director: Satoru Nakamura 

• Seller • Distributor. Bandai Visual • OA. 18 "Assassination Duet:: Lost Heritage" 

• containsi OA.17 - OA.18 / Tachikomatic Days Screenplay: Junichi Fujisaki 

• Video Extras: Interview with Kenji Teraoka and Storyboards ■ Unit Director: Masayuki Yoshihara 

Sinobu Tsuneki (Mechanical Designers) Animation Director: Kouichi Maruyama 

% 

Vol. 10 

• Release Date. September 26 2003 (Fri.) . 0A 19 "Wrapped in a Web of Deceit:: Captivated" 

• Product Number: BCBA-1400 Screenplay: Shotaro Suga 

*n£fh CS rv 2 7 T ! l S'h°M e R S o/ e ’ dUa Twu°W 9 ' te 5 ’ ch Storyboards:MasahiroAndo 

Dolby Digital 2ch /16:9 (anamorphic) / Vista Vision Unit Director: Minoru Ohara 

• Price: 6,000 yen w/o tax Animation Director: Fuminori Kizaki 

• Seller • Dis nbutor. Bandai Visual . OA .20 . Deleled Medicine .. Re _ view .. 

• contains OA.19 ~OA.20/Tachiko ma tic Days Screenplay: Dai Sato 

• Video Extras: Interview with Koji Tanaka (Director of Storyboards: Jun Matsumoto 

Photography) & Makoto Endo (3D Director) Unit Director: Toshiyuki Kono 

Animation Director: Kyouji Asano 


Y°! ■ H „ , _. . „. „„„„ . • OA.21 “Deserted Tracks :: Eraser" 

• Release Date. October 24 2003 (Fn.) Screenplay: Dai Sato 

• Product Number: BCBA-1401 Storyboards: Toshiyuki Kono 

• n^A 62 ™' j 0 , n e s ' d ®, dual kp'W?!9 l,al 51ch Unit Director: KenidiiTakeshita 

Doiby Digital 2ch /16:9 (anamorphic) / Vista Vision Animation Director: Ryota Niino 

• Price: b,UUU yen w/o tax Mechanical Animation Director: Nobuhiko Genma 

• Seller • Distributor: Bandai Visual . qa ?? "Sr-anriai ■■ Snanriai” 

• stains OA.21 - OA.22 / Tachikomatic Days Screenptey JunichT^saki 

• Video Extras: Interview with Junichi Fujisaki Nobutoshi Storyboards • Unit Director: Masaki Tachibana 

Terado, Yoshiki Sakurai (Screenplay) and others Animation Director: Toshiharu Murata 


The truth behind “the Laughing Man” Incident will finally be revealed! 


Vol.12 

• Release Date: Nov. 28,2003 (Fri.) release pending 

Product Number: BCBA-1402 

Specs: one side, dual layer/ Dolby Digital 5.1ch • Dolby Digital 2ch / 
16:9 (anamorphic) / Vista Vision / Price: 6,000 yen w/o tax 
Seller • Distributor: Bandai Visual 
Contains OA.23 "Beyond Good and Evil:: Equinox" 

OA.24 "Stand Alone :: Annihilation” 

Tachikomatic Days 

Video Extras: Interview with Dai Sato, Shotaro Suga (Screenplay) 


Vol.13 

• Release Date: Dec. 21, 2003 (Sun.) release pending 

Product Number: BCBA-1403 

Specs: one side, dual layer / Dolby Digital 5.1ch • Dolby Digital 2ch / 
16:9 (anamorphic) / Vista Vision / Price: 6,000 yen w/o tax 
Seller • Distributor: Bandai Visual 
Contains OA25'Smoke of Powder, Hail of Bullets ::Banage" 

OA26 "Public Security Section 9 Redux:: Stand Alone Complek' 
Tachikomatic Days 

Video Extras: Interview with Kenji Kamiyama (Director) 


The ultimate editions analyzing all of GitS:SAC on book and DVD! 


emotion+ 

Ghost in the Shell: Stand Alone Complex 
Official Log 1 Release Date: Oct. 24,2003 (Fri.) 

•Book: From the Ghost in the Shelt s first step to the present / 

Main Character Intros / OA.OI-19 comments / Main Staff Interviews / 
Saito Stapa • Cyberbrain Lifestyle Recommendations / other 
•DVD: condensed episode commentaries / Staff Interviews not 
released on main volumes / Production Studio Report 


emotion+ 

Ghost in the Shell: Stand Alone Complex 
Official Log 2 Release Date: Dec. 21,2003 (Sun.) release pending 

•Book: Just what was “the Laughing Man” Incident? Examined from 
various angles / long interview with Director Kamiyama / OA.20-26 
comments / What is the theme of the show lurking in all 26 episodes? / 
other (scheduled) 

•DVD: Video round table of main cast members / collection of all 26 
episode previews / other (scheduled) 
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TRANSLATION NOTES 


Page 56 

#1 -- In the anime, they only mention a “super-class-A” hacker, but the book references 
“super-AI-class” hackers several times in ADDITION to “super-class-A” hackers. 

Page 61 

#2-- “Decot” is their shorthand term for “decoy robot.” 

Page 116 

#3 — In America, an installment plan generally means a set number of payments, all of 
which are the same amount (i.e., 60 installments of $100/month). However, in Japan, 
there are plans that involve “larger payments on bonus months,” which involve smaller 
regular installments, but with much larger payments scheduled to be made on months when 
companies pay out bonuses to their employees. Employees generally expect bonuses 
twice a year, around June and December, and it was pretty much a fact of life for steadily 
employed people. Of course, with the economic downturn, bonuses can no longer be taken 
for granted, but there are still many who do enjoy bonuses, and for them, the above sort 
of payment plan allows for them to splurge, since it requires them to have less disposable 
income on a monthly basis. 

#4 ~ He’s making a pun on the Japanese word for love, which is “ai,” with Al. 

Page 137 

# 5 -- The Japanese name for the “BN-1” is actually “BN-1 Wagamama Kapuriro,” but it 
seems it is only known as the “BN-1” in English, so that is how it will be referred to in the 
translation. 

# 6 -- In the above, it mentions that 8,000 units of Jeri sold. However, in the episodes, they 
say that there are only 8,000 units CURRENTLY in operation, which would seem to imply 
more than 8,000 actually sold during the lifespan of this product. The translation reflects 
what is in the book, but please be aware that this is not entirely consistent with the actual 
anime episodes. 

Page 138 

#7 -- “Banryu" breaks down into “ban” for “guard” and “ryuu” for “dragon.” In Japanese, 
“dinosaur” is written as “kyouryuu (terrible dragon),” thus their explanation for the naming of 
the robot. 

Page 141 

# 8 - A lot of 2chan slang is dependent on word play. The way “chubo” is written in 2chan, 
it normally means “kitchen.” However, when it is written another way, it can literally mean 
“middle boy,” which is a very casual way to refer to middle school students. Thus, on 2chan, 
“chubo” means someone bratty. 

#9 ~ “Dokyuso” is actually a misspelling of “dokyun.” In Japanese, the katakana character 
for “so” and “n” are very similar. However, it seems this misspelling is now an accepted 
variant, which still means the same thing. It comes from a TV show called "Mokugeki Dokyun 
(Witness Bang)," which revealed the misfortunes of people’s younger days. The slang term 
itself refers to punks who have given up on life and whose highest level of education is high 
school. 
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Reprint of Character Operation Track Records 


Motoko Kusanagi 

OA.OI Arrests terrorists. Storms restaurant and rescues Minister of Foreign Affairs in the process. 
OA.02 Pursues new multiped tank aboard Tachikoma. Immobilizes it by frying cyberbrain. 
OA.03 Identifies virus at manufacturing plant. Steers MacLachlan with false GPS info. 
OA.04 Executes backroom deal to ensure media takes up story of unlawful use of Interceptors. 
OA.05 Investigates gossip from "the Laughing Man" Incident time period. Guards 
Superintendent-General on day of crime. 

OA.06 Fights SP the virus manifests in. Holds back civilian assassins at the same time. 
OA.07 Fights off Marcelo’s body doubles at warehouse. Tracks down facts on Ghost Dubbing. 

OA.08 Corners ringleader of organ smuggling group and chastises him harshly while also 

securing him. 

OA.09 Dives into a chat room as Chroma and investigates "the Laughing Man" Incident. 
OA.IO Foils the CIA, who are trying to use Section 9, and uncovers the truth. 

OA.11 Stands ready near the vocational aid center and storms it to rescue Togusa. 

OA.12 Dives into unidentified cyberbrain box to call back an inspector’s consciousness. 
OA.13 Infiltrates radioactivity scrubber plant with the advance group. Secures Ek and her 

daughter. 

OA.14 Prevents attack on a financier. Fights Fern in Yokose’s mansion and apprehends her. 

OA.15 Completely halts the use of Tachikomas and decides to send them back to the test lab. 
OA.16 Goes to England with Aramaki and attends International Counterterrorism Conference. 
OA.17 Comes up with a plan to rescue Aramaki, whose been caught in a burglary in England. 
OA.18 Plants false memories in Yu Tsujisaki and prevents the assassination of Vice 
Foreign Minister Jin. 

OA.19 Fights Cruzkowa of the Northern Territories Mafia and apprehends her. 


Daisuke Aramaki 


OA.OI Delays airplane with false info on unseasonable weather, securing the Minister of 
Foreign Affairs. 

OA.02 Gets Kenbishi Heavy Industries president into providing secret weapon against 
new multiped tank. 

OA.03 Appeals to Canada and successfully gets MacLachlan’s diplomatic immunity revoked. 

OA.04 Orders Togusa to investigate on Yamaguchi. Sets out to pin down corruption in 
top brass at police HQ. 

OA.05 Gathers info on Nanao. Orders Batou and Togusa to secure Nanao just before the crime. 

OA.06 Discovers collusion between Superintendent-General and Serano. Resolves to 
independently investigate "the Laughing Man" Incident. 

OA.07 Backs up Kusanagi and others by investigating record of Marcelo’s past activities 
in Japan. 

OA.08 While taking into consideration connection with overseas Mafia, also orders 
investigation of Meditech. 

OA.09 — 

OA. 10 Acts as negotiations contact with CIA. 

OA.11 As an investigative target in the hacking into the Ministry of Health and Welfare, 
sends Togusa into the vocational aid center. 

OA.12 — 

OA.13 He gives the orders all members to infiltrate the radioactivity scrubber plant and 
also arrives there himself. 

OA.14 Orders protection of Yokose after assassinatiion tip from South China Public 

Scurity Bureau. 

OA.15 — 

OA.16 Goes to England with Kusanagi and attends International Counterterrorism Conference. 

OA.17 While caught in a burglary in England, he uncovers the station chiefs illegal activities. 

OA.18 Learning of Tsujisaki and Yu’s personalities from Tsujisaki himself, he lets 
Kusanagi and the others know the truth. 

OA. 19 Aims to stop Cruzkowa by putting former Prime Minister Kanzaki in the media spotlight. 
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Reprint of Character Operation Track Records 


Batou 


OA.OI Pursues suspected hacker of the android geisha after storming restaurant, and 
apprehends him. 

OA.02 On board Tachikomas, he and Kusanagi pursue the new multiped tank headed for 
the suburbs. 

OA.03 Sneaks into MacLachlan's room and confirms that he is the culprit behind the virus case. 

OA.04 Executes backroom deal to ensure media takes up story of unlawful use of 
interceptors. 

OA.05 Surveils Nanao with Togusa. Rushes in right before the crime, but is tricked by 
decoy. 

OA.06 Finds real location for Nanao and rushes there. Discovers Nanao’s body. 

OA.07 Secures mobster Gondo at warehouse and arrests a Marcelo body double. 

OA.08 Ambushes organ smuggling group. Destroys vehicle using Tachikoma’s weaponry. 

OA.09 — 

OA.IO Sneaks into underground passages, anticipating Marco’s actions. Fights Marco 
and apprehends him. 

OA.11 Stands ready near the vocational aid center and storms it to rescue Togusa. 

OA.12 — 

OA.13 Infiltrates radioactivity scrubber plant with the advance group and successfully 
rescues the STT member. 

OA. 14 Shakes the guard dog robots and rendezvouses with Togusa. Infiltrates Yokose’s residence. 

OA.15 Acts as trainee trial instructor. Agrees to send the Tachikomas back to the lab 
under orders from Kusanagi. 

OA.16 Infiltrates navy at the request of prefectural police’s Public Security department. 
Makes contact with the spy, Zaitsev. 

OA.17 — 

OA. 18 Serves as security detail at the War Dead Memorial to prevent assassination attempt of 

Minister Jin. 

OA.19 Runs into Cruzkowa during investigation and confirms that she is the culprit behind 
the kidnappings. 


Togusa 


OA.OI Surmises that the Minister of Foreign Affair’s braincase has been switched and 
prevents him from fleeing the country. 

OA.02 Extracts info on new multiped tank from Ohba. Uncovers the facts on the runaway. 

OA.03 Sneaks into MacLachlan’s room and confirms that he is the culprit behind the virus case. 

OA.04 Receives photographic proof from Yamaguchi and exposes the unlawful use of Interceptors. 

OA.05 Surveils Nanao with Batou. Rushes in right before the crime, but is tricked by decoy. 

OA.06 Finds real location for Nanao and rushes there. Discovers Nanao’s body. 

OA.07 Continuously tails Marcelo after he enters the country. Arrests Marcelo’s body 
double in warehouse. 

OA.08 Fires a transmitter into organ smuggling group’s car, successfully tracking their 
current location. 

OA.09 — 

OA.IO Sticks with Batou, partly to monitor him, since it seems he may go out of control. 

OA.11 In investigating the hacking of the Ministry of Health and Welfare, infiltrates 
vocational aid center pretending to be a trainee. 

OA.12 — 

OA.13 Infiltrates radioactivity scrubber plant with the advance group. Secures Eka and 

her daughter. 

OA.14 Obtains information on Fern. Then rushes to Yokose’s residence to back up 
Kusanagi and the others. 

OA.15 — 

OA.16 Takes Batou to the naval base. 

OA.17 — 

OA.18 Investigates recipient of the sniper rifle and narrows down the assassination 
suspect to Yu Tsujisaki. 

OA.19 Runs into Cruzkowa with Batou and fights her, but unfortunately allows her to escape. 
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